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A i tire beginning ol each 
section you'll find a mar 
qwjc with i map showing, 
where you art land also 
show ing adjoci'iil loca- 
tions) Ikiow ih.it is :i brief 
paragraph of niin,M!ncton 
le\l, winch also explains 
« Iwl olher quests you can 
attempt in ll*e case of arras 
vou cun do in any order. 


Youll also find a list of .ill I he Gold 
SkulhnLis and Mean Pieces located m dial 
ana. These number* represent the num 
her of these Hems you can 
|Sn y O actually get in the cur- 

rent area of tins 
y J walkthrough. A 

Current loin I 
x - . \ including the top num 

TT ber) is also listed. 
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t(.v if gomt iih'n fit mu r tt fir 
tiii% ki‘kiri, tuuipii.il lit r ftii 
tfi lmitjiii'.s in . 1 teaches. 


The Deku Tree hiis, summoned you. but 
you're not going to gel i here without lirsl 
doing li bit of legwork. If you Iic.luK straight 
l he Deku Tree (the giant one in the lar 
east ), as your friend Sarin suggests, you'll he 
slop|>etl by your pesky rival Miiiu. and told shat 
you can’ I proceed without first acquiring a 
and shield. I he sword is hidden in the 
obstacle course in the southwestern part ol" 
town tsee map on lacing page l, but you'll 
have to buy the Shield. 


You can I earn a lot of very valuable tips from 
the posted signs and the lung- haired Kokiri boy 
in the obstacle course near i. ink's house. Hut 
the real excitement is hidden deep inside the 
dill' wall. YotTII have to crawl through the lit- 
tle hole at the end of the path of fences to lind 
the real meat of the obstacle course. 

Before you enter the circular pari to the left* 
ft ait for the giant rock to roll past you. then run 
-- “ after iU stopping at the first 

■ 0 alcove to pick up a blue rupee, 
then continue on to the treasure 
chest. Hit it with the A button 
\ - to open it. and then grab your 

| Kokin swnrrl. Once you've 
equipped it. lake a couple of 
shuts ut the signs and plants 
outside of the course, and take 
— — —“I the opportunity to practice your 

™ various sw ings (there arc major 

s Li a l eg ie d i fie fences bel u ecu 
I Item | on (he rock by the Kokin. 
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The is easy to :y 

get; Just collect 4(3 rupees and 
buy il inim the sliop. there are 1 
^ a variety of ways to get the I 
money, hut the easiest is to 
simply ransack tile homes of l P* 
your neighbors. Got a 
! problem with Mido’s 

yiTtGGJ | open all Jm 

four chests in his house and steal Ins 1 1 
rupees. The lw ins haven't wronged you 
like Mido has. hut don't leel had about . i. ' 
stealing their sis rupees again and - 
again, since they’ll regenerate the 
second y on leave. . v t J0 

While you're calling on your 

neighbors, don't neglect Soria's house.. 

She's mu home, hut you can get six § \ ] ^ 

inhnitelv -returning hearts here, when / 

ever you need them. And don’t miss W ^ 1 

the tally of t- ink's accomplish- ^2 

meats on his im n wall. 


~^ r_ Thi ff ptH> return dm time 
vow ativz netting nm ft ijuiek 

ntfW t (MIT Hit J f(iw Hiui affmvii tt* 
l I'rpjrr U) niw -ttt in im iirtH'. 


There s a 
^ t SkuMlula lurk- 

■UW-N ingr, , r I ing behind the 
Know-It-All 
Bros’ house, 
\ f hut you won't 

he able to find 

^toJLLTLILA I ’■ until night 
I— f a 1 1 s „ And 
since time is frozen in kokiri 
forest, you'll have to wail until 
vou can leave town to get it. 


w Ivtt 
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There are two e\ils from Kokiri l-'uresi. one to the 
North and one to the West. Someone is blocking the 
West cut. w hich leads to IT y rule Field, hut you're 
free to head North to the Lost Woods whenever you 
wish. Of course, you have little reason to go there 
until a bit after you’ve conquered the Deku Tree, so 
we'll cover that later. For now we recommend you 
just equip your sword arid shield and head straight lor 
the Giant Deku Tree. 
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Deku Bahas are the llrsl ene- 
mies you face, and tan he 
quite dangerous I’m inexperi- 
enced swordsmen. The ones 
wailing outside of the dungeon 
are easy; just run in dose 
* and chop their stalks in two 
with a standard slash. 

"I lie ones inside 
require mice 
; as much dam - 
■+- age to vanquish, 
but fortunately 
your jumping attack does the 
exact amount necessary to kill 
I hem. To execute ihis. make 
sure Link has already drawn his 
sword (otherwise lie’ll just roll) 
and hit the action button when 
Nan has your opponent target- 
ed E >eal with them quickly, anti 
you can kill them he lore they 
have a chance to attack. 


The entrance to the games first 
dungeon lies in the far east of 
Kokin Forest, in the very mouth 
of the Deku Tree, Eliminate 
the parasites that are destroying 
the tree from within and youl 
walk away with Link's Slingshot, 
I he Kokiri Emerald, and a des- 
tiny to pursue. Fail and you’ll 
end your quest as little more 
than Gohma food. 


VirftHttfo titi / VAn ftutni\ 

knv behind lu /.%, u tiirfvi 

ih-m tiittl t fUi hi' ii\ o HWi/kM i* 

Um h when u ( " fnilinn 


A lew living’s change when you enter a dungeon. For one, il" you 
die or sale the game, you will continue Irom the beginning of the 
dungeon, nut from Link’s Mouse, as normal. Also, your world 
map has hccii replaced by ll dungeon map ihai records I he sliEipes 
only ol die rooms you've cashed*,, L mil you pick up a completed 
somewhere in the dungeon. 

You’ll lace constant comfort here, so it’s important to keep a 
steady supply of recovery hearts coming. Fortunately, die grass 
around the sides nf she main room and elsewhere in the dungeon 
grows hack after it’s been cut, granting unlimited hearts to anyone 
with the patience to wait lor them, these same weeds will also 
provide a steady supply of enemy-stunning ku s at % 
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Once you've vanquished the Babus, Iwad for the i\ y (or the 
ladder) and pull yoursdf up to the next level. You'll hav e to run 
around I he second floor catwalk. Enabling the game’s auto-jump 
feature to make it over the 
out gaps, Before 


Among i he 

, ^ j items you'll find 

[j^JUWr heneaih cui grass 
and defeated ene- 
mies am Defcu Nuts. 
These handy items tan be 

t equipped to your t’ button and 
used in battle to temporarily stun 
foes !j they’ll turn a bluish hue if 
it worked). That's your opportu- 
* n i ty to IvHip around 'em or atiae k 
with a double damage-dealing 
jump attack without fear of your 
opponent knocking you out of it. 


you even 
make it to the first door, 
you'll come across the 
chest containing the • 
l>uii dap. Hit 
your Uuest Subscreen • 
to check out where you 
are in relation to 
the rest of the j Jj 
dungeon. pP 

So far, so r 

good. 


Jk In the hall- 

way that leads jM j3k ak 

area, you'll encounl- 

er a projec ide- firing 

IJeku Scrub, Use your ^ 

shield to block the shot and 

reflect it hack at the scrub fit may 

lake practice aiming your shield, so 

be persistent I . 

When he gels hit, he'll run. and you can 
chase him down. I 

But before you " "“*» 

can deliver the ^ 

killing blow, the 

Scrub w ill break * 

down and talk, h 
g iv i rig you a hot 
tip before he 

te « — 

runs aw □> . 1 ^ ? 


A not her 
item you’ll 
find in abun- 
dance in ihc 
Deku Tree is I Hi t 
Er These can He 
used for combat, but when- 
ever you hit an enemy, one 
will break. They have long 
range but don’t do any more 
damage than your sword, so we 
recommend them only tor their 

I secondary use, as torches iu 
move fire from place to place. 


You can enter the room at the end of 
the hallway, hut you won’t be able to 
gel out... Until you open (he chest, 
and use your prize, the , to shoot the 

ladder over tlie entranceway (you can /-target il 
- - - when Navi 

turns greenl II 
^ I <| will fall to the 

If ground, giving 

j you an opportu- 
* r nity to return to 

the trunk of the 
A. jI tree, 


it# jJn, rut tkmft \tuin- i>f ihr i!ru>% in the fchxr pit of 
thh imm Ytru 'if nrntif lihe tmmit Link kms in 

ttii Xlinr'iinrtf in rv-pkttv ft Jt J fwitTf vtUt y*t r ftf 
/in 1 iaM-t A rut rbt'y grriM tan A ! 
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A Onward and up wand, to die top of ihe tree... 
Except that a pack of Skull walllulas arc blocking 
the ivy leading up. You amid try to dodge 
1 (hem* but if you, cross the line of \ tsion of any 
of these little buggers. yohll take some damage and be 
knocked back to Ihe beginning. Best to use your 
Slingshot to clear a pith: jjou cam Z-larget the first cou- 
ple, but after that you may 'need to switch to manual tar- 
geting to pick off the last one. 


doesn't 4 seem to care 
much (pr the way you 
wiughid^u'd its children, 
DOfl t Jdo anything or 
you’ll ptpvoke its dead- 
ly*; spin attack... Just 
stlid mudiuiii close, /- 
ta^et iff wan for it to 
turn iyr back on you, 
ami then go lor the kill 
AIh jumping slush will 
dtMbc trick, or you cun 
gSStwo regular slashes 
or Slingshot shots 
(you 11 need to wail fur 
it to mm its back twice, 
that case). 


A Biyz Skltifttilti cnimt* at 
tfth h iff (hi* : n*m v fim- phtt- 
ftmtbt. tf (fay hav* y%m wr- 
rk\t ittht kill \m i*>h; from 
hi hmJ, wtth u fi w mamm/lv 


a/im'tf %lutg3httf vmA 


Aj A i door to the west, 

* * youll find a room 

with a switch, three pillars, and a compass at the 
end, I lit the sw itch to make the three pillars rise, 
jump across, and grab die C om pass, lint don't be 
so hasty you miss the alcove in Ihe southern wallf 
In addition to a recovery heart, your first Gold 
Skull loin is standing right here. Kill it. grab the 
* - 1 token it leaves 

"'~ r r- i behind* and 
the fact 


revel 

thai you're only 

W Gold Skill Hulas away from having killed them all. 

To get out again, you’ll have to use a Deku Slick til 
you don't have tiny, jump down and kilt a Deku Baba 
tor one). Hit the C bulton that it's equipped to, and 
then let (he lip calch on lire from the fit torch. 


Transler ihal (lame 
to the until bra/ief 
on the other side, 
then hit A to put it 
away before it bums 
all the way through 
and you lose a stick. 


Aw LKSWP Of £RJ>A> OLAKfNA Of I IMI 


CnpCT Goior. 





A You’ll Imi' lo make 
your own path to Id el 
Bl, the !>ekn I rue’s 
largest Area, Just slowly* eure- 
full> step (don't jump) olT any 
of the four platforms on I he 
IK-Ivii Tree's lop level, aiming 
for the spider web lining on the 
hole below, If you nail il right it 
in the middle, it will stretch and 
break* and Link will fall to the 
^ relatively expansive basement 
| area below. 



Hie large* half water- 
V* ' filled rtMirn where you laud 
^ * f contains two more (Sold 
* 1 ' 1 Skill I tubs. The lirsl is locat- 


ed on the waier gale on the north w all. It's easy 
to see and easy lo kill but you II have lo do a 
carefully timed jump oil the ledge in the right if 
you want to pick up the token il leaves behind 
It's too high off the ground to simply be taken. 


The second 
Skulltula is on 
the giant wall 
of ivy to the 
east, and you 
can gel the 
token easily by 
just climbing 
up after it. 
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This parts a bit tricky. at Another Dcku Scrub awaits you in tint- 
You have lo use a IX-ku small mom. Use the same Deku Shield 

BSflk Stick* lit by the nearby A HuHk trick to bounce his bullets hack al turn. 

torch, to hum away the web and then listen — . 

blocking the door. If your flame carefully as he 
hits the water it w ill be put out. betrays Ins friends 
mi make sure you carefully plan elsewhere in the 
your course so you're running dungeon 

over the shallow water (you'll When he goes, ^ ««*.*•*.•-* — p mi 

automatically jump os er the last you'll hav e lu use _ 
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▲ There's a switch I 
_ located underwater, | 
|IGj^ jusl past the spiked ^ 
log, Swim down and 
push it to lower the water level 
slightly, then head back to the 
east ledge and jump on the plat- 
form when it gels dose. If 
you 're quick enough, the water 
level should he low enough lhat 
you can cruise right under the 
log and jump onto the ledge on 
i he other side. 

Once there, you’ll hase to kill 
a liig Skulllula (watch for his 
shadow) and ihen push a block 
(stand near it am! press A) to 
create a step up to (lie door. 


Another 


lorch- 
ligliiing pu/^Le 
here that should- 
n't give you loo 
much trouble. 
Also node the 
grass in this area: 
Cut it down Ibr 
hearts if you need 
'em, and they’ll 
grow hack with 
more. 


it possible to avoid confrontation altogether il you 

carefully circle around the outside of the num. or ** 5 * - r t 

sni pc them with your s 1 1 ngshot. I f you do pit>\ oke a 
confrontation* try to keep a safe distance away from 

them, stepping back whenever their eyes turn red 

{ i nd icati m they 're about lo f n » a i ice ) . 1 sc j a 1 1 1 p- m ' - " ^ fa r »-»{>. . 

■***«“ -'kill .hen, quickly and withou. risking gel- 

ling too close. Yet again, you II need to use your h o it ■.muit tT*>nt u ah a singl* f*jJW 
Deku Stick to bring an open ilame lo the webbing at Sfru/T/nrAi. fan m« non) fa' n* 
the cast end orihc room, ripening a path hack to the ,tr "f"’ *f u > xm . f ,fc 
hall submerged room thal you originally landed m. 

First, push the block over the edge lo create a stairway so you ean gel back 
'j± up here w ithoul has ing to go all the w ay around. I hen run dow ti to the lit bra- 
m*r m gra b some lire one last lime, and use il to bum up the web at your feet 
(you'll need lo I ^ 

swing it with the ( k^% \ pi * ™ /\ 

billion to hi I thal M _ _ m 

low. or roll with ^ 

torch in hand), and 

the final room j W 

be line ilie boss. 
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This gigantic area links all of 
Hyrules main regions. Us not 
possible to follow Zora's River 
an Y further north, and the 
Gerudo wont welcome a smalt 
child like Link, but you Ye free 
to explore Kakariko Village. Lon 
Lon Ranch, and the massive 
Lake tlylia before you arrive at 
your ultimate destination, Hyrule 
Castle and the surrounding town. 
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Ntere’s no larger area in tlie 
entire game than 1 I y rule l-'iold. 
It tcrmuKis to six dillcrcni areas, 
and surrounds a seventh 1 1 .on 
Lon Ranchi in the center. Ymir 
goal is Iti simply liilluw the path 
I ink mg Kokin and Hyrule 
Casilc, hul you can explore any 
of die connected areas, although 
you won't gel In in /ora's 
River or Gerudo Valley. 

II you try in go anyw here hul 
Hyrule C'aslle. lhat jx^ky owl 
will try In discourage you land 
Na\ i, Ly locally, will slarl to 
w hine I, hut Ihcres nothing 
eidicr of them can do to stop you 
from sinking oil on your own 
in nl exploring a hii 


Um 


A. 


I u 


Lon Lon 
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Hyrule I icld's espaiisive lulls and grasslands hide a number of secrets. hul you lack the 
items necessary lo explore most of diem. You can try head-hulling the many trees in this area 
lx lulling rniifi them (usually i wealing IXku Seeds, Nuts I leads, and Rupees l hul you won’t 
reveal anything too c veiling 1 here's also an inconspicuous pit located just northeast oflhe 
entrance to I ake 1 lylki. hnl it’s hardly worth risking a eon l ioni:i! ion w ilh Ilk 1 many I 'cabals 
in dial urea. 

Peuhals arc lire sole source ol re-si siaiiee during the day time. Iltese enemies can he av oitl- 
eil ilyou steer (Ur clear of iliein. hnl once ihey sec you ilicy fl hound you Lil you leave the 

; area, or die. You can use aidiv-largelmg lo hit the adulls 
sv iili si\ t!) slingshol-lifvil JXku Seeds. hul lire more 
pressing threat is lire quicker kina, which w ill die a Her 
w _ a single hit, 

At night die Stalehildrvn appear: You can kill them 
easily vvilh standard sword slashes, hul since you can 
never slop ihe IW of new ones, it's easier just to nm 
away. Ihey 're lar too slow to catch up if you keep 
fti moving, and will lx* destroyed when I Ik- sun rises. _ 
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Ilyrnte Market is constantly 
bustling with activity. No one 
here has too much to s an. hut you 
should lrv lo talk ss ilh the iwo 
laughing men hy the tree (one of 
whom had discovered a wav lo 


?i?S»u' 


The bustling capital city of 
Hyrule is host to dozens of cit- 
izens, two shops, and three mini 
games. While its best not to let 
the excitement of the big city 
distract you from your quest, 
two Heart Pieces do go a tong 
way when you *can get them 
[his early. Before you go rush- 
ing off to chat with Zelda you 
might want to give 'em a try. 
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The shooting gallery (only open dur- 
ing the day i can be very difficult, but 
it's worth playing for both the prize. ;i 
which increases your Dcku 
Seed ma\ h> ten. and the experience in 
Slingshot aiming u will give you. 


Deep in the hack alley is the home of 
the scry ugly woman with the blue 
dress who was sapping about her dog in 
the Market earlier. Visit her at night 
and shell base lost her dog. and she 
wants you to find it and bring it back, 


You base 5 seeds worth 
of slack, but you have to hit 
all ten rupees to w in. If you 
hit at least eight* sou'll be 
allowed to replay for free. 
Luckily, they come out in li 
■ >et order* shews n below, so 
by memorizing where and 
when they appear, you'll 
eventually be able to walk 
away w ith the top prize. 

Once you've won the 
bag. the top prize will 
change to a purple rupee. 


There are a ton of 
dogs on the street at this 
nine of night, but hers 
is always the same one: 
t he white dog w arder- 
ing around behind one 
of the stands in the 
Market. To gel it. just 
iici close to it and it will 


provided you haven't 
already got n dog fid- 
tow ing you (if a sniper 
dog latches onto you. 
go talk to her to get rid 
of ilk Then just lake if 
hack to the woman's 
house for your prize. 
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Before you go rushing in to chat with the Big 2* why not have some ftin in her garden? t 
y i ui look carefully through the u indow lo Link's rig hi. you'll sec framed pics of Mario, Yoshi 
Luigi* Bow ser, aixt the Princess. I hcrt take a shot at one of them lo reveal a red rupee. Then, 
just for fun* lake a shot at the opposite w indow io reveal a very different sort of surprise. 
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Talon, and his daughter Tialon W<M 
(T ahn and Ma km.*. How E/yJSSj 
■ obnoxiously cute) have 
back to lend to their ranch in 
the center of the Hyrule Field, 

Von don't have to go here, but jasSy 
if you’re interested in a bottle, 

Heart Piece, two Skulltulas and 

a new song, you'll want to. 

1 

t Y Continue with vour qu^t jL 

I Lost Voods 


Talon is dozing in ihe first eIikit ofhis Ikhisc. 
which is lull of chickens, or. as ihev’re appar- 
ently called in livrule. "‘t ucctw". Talon oilers 
you the challenge of picking out his three Super 
C ill cl is i w h ioIi Icmk identical to regular ones! in 
n limited amount of time. It's a challenge you 
should definitely lake, a* success will win you a 
. Now ihe milk is pretty good 
rti " — (each serv ing can be used Iw ice. and refills 5 of 

Link's hearts). bin it’s the bottle that's the real prize: El can he 
Idled time and time again, with things like potions, fairies, hugs, 
w hates cr. There are a total of four bottles in this world, and each 
boule, when filled with a tain . is ctTcciivdy a reusable I -up that 
rev iv es you inslant Ey when you die. Very valuable items indeed! 

Act swiftly when Talon throws ihe Cueeos - one gvies toward 
the entrance door ihe other two on the lell side of ihe room. You 
should be able to grab one or two right away, and simple trial and 
error w ill net you the resi: just pick up every Cucco you can gel 
vuur hands on. and he'll let you know when you Have a w inner, 
Afterwards, he'll sell you. milk refills for 511 rupees, or give you 
ihe chance to win the game again and gel more milk (you'll have 
lo pnw ide the bottle) for free if you win. 
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There’s a small shed on the opposite side of 
ihe pasture, in ihe southwest comer of the ranch, 
where two cow & jealousl y guard their most trea- 
sured possession: #3. To get it. 

you’ll need lo pull the bov. in the far corner out 
of the way, and shimmy into the little passage 
left behind First pull the bo\ in the near corner 
towards the cows, then pull the one along the 
wall back in the space that opened up. Jump 
over that bov and putt ihe box itt the corner in ihe same direction; 

It won’t go far. but it’s enough 
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room for you to jump over ii and 
gel into the hole behind it. 
Crawl a sltorl ways and you'll 
find ihe Heart Piece on a pile of 
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Meadow, a large clearing located 
in the midst of the baffling Lost 


it the best treasures are 
far off the path. 
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kiss remains constant, hut when 
you're near one of the large logs, 
that link location to local ion. 
you'll know it's the riulu way if 
you hear her Ocarina loud and 
clear. 

front let that dissuade you 
from going oil' the beaten path* 


l lie Lost \\ iHxis has no auio- 
map. and a single wrong turn 
will put you right hack in Kokin 
Forest, making this a frustrating 
location to navigate,.. I usually, 
I l»is time you know that Saria is 
wailing in the Sacred Forest 
Meadow, and you can Ihkt her 
by following the music. .-the 


it iwr h“rk nutty t ■ m'futtv here, lv ►j . 1 t ini 
UL ftmlh '( V Sur in \ (h itrirni aiwij; iitth- 
ioriity tlhiJ ihh fa ihi . 1 nyiil path t JNtui~ 

•nttytk- y*Ht t tut i. £imiv Hh j littvM. 

i hough. The Lost Woods con- 
tains a hunch of ileal secrets: 
I wo warps In other locations 
tyou cfin't use ’em yet, though). 


Evay fh/lU lihri i* n* ffikiittii httoi 1 ^ 

ib't'p timM in tttv Hbi ft iHUtuUv nlitnP- **.lld 


l>ekii Slick mas 


nut right hk k hr h^ni ftnv-ii. tinvhty increases (only one you can get 

itju 1 fit rVutih-r tin 1 imJ start faint nm , . 

the hevinning. 








1 k'ff's a neat ( hill ejtlretfidy hard ! luck: Lhat few people arc aw arc of. \nywhere 
you soe fluttering bull cr I lies, like the pack that s just over the hole in the meadow 
mentioned lo the lull, you ■ 9 9 * ^ r 

can get a lull life-recovering t > 

fairy, Just use a Deku Slick, ~ * -* 

,muI carefully position n sor 

now it’s a Eitiry \ '< irab n in ;l 
bollle or eat it (?| right now. 
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So far your journey 
in Elic IjjM WtH»ds 
husn’l forced you to cunlend vviih anything fiercer 
than mere business Scrubs. I'Iilii changes litre, as 
the Sacred Meadow is one of Hit first Iruly combal- 
intensn e oicrworld burnt ions. 

Meeting you al the entrance is an aggressive 
Woll'os enemy. keep your cool, though. and \ou 
should Ik>I I'm in easily, ilie simplest stralegy is just 
in / large! him. guard w ith yunr shield, and try to get 
a quick slash ofiolhim vt believer you block one of 
his shots. A more advanced strategy is 10 Ixick Hip 
(while /-largcled. A and hack) away I’mni his hits. 
They'll nviss entirely. tie'll tv spun around from Hie 
elVork and you can nail him wall a double-damage 
jump allack (jusl A) in ilv bask, 

flic hedge m;i/c leading to the clearing is infested 
w iih Mail Scrubs. I ! se your shield to Iul ihesc guy s 
vv ilh their own bullets arid they won't try to laik 
with yon or sell yon overpriced crap: They’ll 
jn si run. Rim a Her I hem ami finish Ihcjoh w ith 
your blade, or I hey II just find a new place to 
ambush you and scan over. 

I w o Mad Scrubs have sel tip an ambush in 
the siairs leading to Hie dealing. It's ■- 
i easiest just to charge righl through I 
A (blocking when necessary!. since | 
i hey II hide it y mi get too close. 
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Sum teaches you , a lillk' dilly lh,i| allows yon 

In lelepa I Ideally Cintlael her anytime you feel a need to hear 
her \ ague words ofvx isdom (which, it you re anything like me, 
is absolulely iicxeri, It xvill also open a lew doors lor you as 
you pfOgrvss oil your quest. 

I hat’s all you needed lo come here for, so il's time hi heat! 
hack, bo minutely* ihe relnm journey is tar more pleasant ihaii 
it w as eel li ue here. As you head south duu ti line siairs, you'll 
notice a ladder (lull will lake you lo ihe hip of ibe hedge 
uia/e, .lump Jimn lo lire little square it T grass surrounded by 
hedges* and into Ihe hide lor the Hi si I any I oiantuui. 

l ain f ountains contain unlimited numbers of fairies, which 
\x ill completely refill your health. I \en belter, yon can use an 
empty bottle to grab one aiul liohl it lor Later. Mien, when you 
die, the fairy will bring you hick lo lile at Tull health! 

hedges (lei 

' .■act ■ J. *. your auto-jumping iki ihe 
xx i irk | lo get hack out In (he 
I iisl Woods ml icenrd tune. 
Yon can return to kokiri forest 
by just heading slraigh! into the 
! tirsi log palh you see* but w hen 
. , yiHi get there, step light hack 
jQ into ihe I ost Worlds ami 
m ' J head to the left ihis lime. 


0k ll you mm lell (wesl> just 
1 1 alter enlemig the I oxl Unoek, 

WM you'll eiul up in a sparse eleai- 
ing unit another Skull kid 
dancing on a Iree. Maud on 
the stamp opposite him* pull 
oui your i karma, and play 
Sarin’s Song, He'll he so 
pleased to hear it lhat lie’ll 
icxx an I you willi your lilili I 

Hang a IcH am I bead to the tiiial area ol the 
I osi WxkkIs. which contains ihe bridge that links 
Kokin lo Hyrule I ield..* and a few secrets. 


>TICKJ4AX UP #1 


line area, smith *»i ihe clearing xx ilh ihe Skull Kill, contains only 
a single Business Scrub, but it s v i « - = m_ ^ 

line _um aeluaJly in// waiji lo do | 

max by ten! The second I kku 

Suck max increase is also here m 3& 

in the I os( Woods. You'll need 
lo reium in tine “I 'ofest Stage* 1 ! 

nil nil nl iho k i-iili il mi'ikW 
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Kakar^o Village Overview 


This town and the adjoining 
graveyard contain eight Piece* 
of Heart. Two are visible 
around town, but are currently 
unobtainable, llowevei, there 
arc two hidden piles \ ou can jet 
right in the Graveyard 
kakanko atsc has a whopping 
six Sknlhuhi>, another precious 
Fmpn Mottle, and the Sknlltula 
H i his e wl Itre in how y our 

tokens for items, ! hese as well 
as other secrets (such as, that’s 
at the bottom of the well? And 
what song do 3 play at the w ind- 
mill?) wtJE ensure you return to 
this town frequently. 


Qixd i„ These viHetger* just «j-h 
fount you hy L in ing their Piti <. 
Heart nut in the open iike that.. 

L'dii y get tfu'Jit (“WU lit h? it l r > 1/ ‘, J 

bticft for them sootr 


tau can burn through the 
bustling tow of Kakariko as 
quickly as you' want: th« only 
thing you realty need to do 
here is show Zelda's letter to 
the guard posted at the Death 
Mountain traiihead. But if you’re 
not in such a hurry, you an 
pick up a Piece of Heart, anoth- 
er Bottle, a pack of Skulltulas, 
and a very useful Carina melody. 


• • ■ * j*. I 

nm i 1 ! v r fail <1 / \ /Vi’.'i *n 

To move on to the location of jb— 
the ne?u Spiritual Slone, you’ll ^ 
have to show y our letter from The patnmamg gmt 
/cl tla lo the guard posted at the r? u"'‘ n f tr 
traiihead, 3 Ic tl let you through, f ipfarfh-e lit th. ifaq 
but you’ll want to lake his tree- 
online tidal ion a 

I Jy li;in Mitdti i v . - : 'l + ’ , , .%* . 

ii m 

■Me ! i - . -■ ' . !l : V J ' , 1 I- J f ;■ 

earcluily 1 If you do return to I 

Hyrule Market anyway, you" 

find l hat the sii | „ 


Curren) TotaL 7 


Total; D L 


>iwr \* got to wonder whether or not 


I that math tt mllyjfar his “kid " . 

mg shop is now open for 
ness. Borrow the Keaton Nflhlt 
now, and you can sell it trffBie 
guard who -gave you the m up m 
ihe first place, After all. he's 
tight on your way. You can also 
trade off the nest jwo masks as 
up booh. V ell, hul w ell cu^n j|J that a hit 


ijdiin h) inukf .i tttii iifn.it- he 
gn'etiriff^iirtis j* /id *m ^piiratu 
(uni Bnnett on Ifta aUu h unmiin 








fXimpc the 
( p r . j \ e keeper 
njr.s his ' ! M_ . in 
[i n u n d i 11 e “ 

L’IlL' 1 , e lJ I Lf l! I II iJ 

Limr hi-lw a'tl 
u i in jnd '■? iH) 

P m. m jinny 

If you show 
up during those hours, he’ll offer 
to dig a hole anywhere you want 
I within his circular pathi for 10 

rupees. Bring a k.H of rupees and 
have him dig iff each brown 
patch of dm in the sic*!* path. :oi 
a Pie it of Henri has random j 
been placed in one of them, U 
may take many irses in the same 
patches, hut if You’re persistent, 
you'll get it eventually. 


EMPTY 

BOTTLE 


Chosen Gliding Tech parji 


ffl/t'JceiTi w (hi 


frale: 




fbu 7/ wed 1 tu turn it )n\l right Hr tinth i 
it ayrr la (he other side n Attj you jump 
tram her£. Once you gci there. las* thy 


The strange woman by the fenced-in yard has 
lust her seven chickens, and shell reward Link 
with an Empty Butrk if he finds them all. That’s 
said than done, as three of the chickens 
i “cuccosT" ) are in areas you can't dearly see. or 
that it seems impossible for Link to get to. 

One of them is Ideated in a crate in the middle of thickens 

, and you ‘11 have to use a forward roll to smash n» - <u timumi i> • the u,p fur a>,-<ih-.T, ‘ 
into it. It'll take a more advanced technique to get the 
one cm the little fenced-in island near the Skulilukl 
house, or the one that's Locked behind the high fence 
in i he east part of town (and another an the Ledge 
ill. Here's the trick: Grab a chicken, jump 
from a high place, and you can chicken-glide into the 
inaccessible areas! We've marked the locations of all | 
seven Chickens on the map. so just crab 'em all, toss 
'em into the pen, and the second bottle will he yours. 

Th*‘ fir&i gitit? it tuitL. 

'Just gel a running start 
■•.mJ Silii off ihe (edge 
7 rm rftt 1 t AftAcft aver 
■<» h, t. l , • -j ls t there grub 
the at He/ t*ni‘ iiihi head 
/kiiA tu Hu- pen. 

Then ft 1 ■ a atf*rv 
ad^ JHevdehti seK glide 
f i gang Ft. if .7ji i.w 
behest r he hi ig pit? 
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The Song of the Sun 


The Graveyard is full 
of interesting surprises, 
but none as cool as the hidden dungeon located 
beneath ihe grave farthest to the east Stand on the tri- 
force and play /e Ida's Lullaby to open the passage, 
and then jump through the hole it reveals. Be read} 
for combat when you land. 

The first room contains four Kecse. invredjb^ 
annoying tiding enemies who like to ludc-iu the cor- 
ners where the wall meets the ceding < >nc is hanging 
from the roof at the end of the half before you fuger the 
chamber - stand still and w atcb tor a few moments 
when you enter. Another is on she center of the right 
wall. Shoot them imm the emranceway before they 
Lake (light. Two more of them are against the nine- 
covered wall yon face from the entrance, so approach 
it slowly and fire with your slingshot to cl ini mate 
them while they sleep {aim manually if you don't want 
to take the chance of alerting them to your presences 
The door to the next area won’t open until they "ve ail 
oeen eliminated. 

The next urea is infested with "Redeads." zombies 

with the power to freeze you in your- track'. Be \ ery 
careful here The Redeads are slow-, but if they get 
their arms around you, they'll dram your life very 
quickly, For now, just run along the left well past 
them You can come back to kill them taler 

That should take you to a runic wall where you 
can learn the Synj» <if the bun. Hies versatile 
melody has two uses, the first of which w ill be 
a big help as you make your escape. Play it in 
Ihe presence of the Redeads, and they w ill be 
frozen temporarily, allowing you to kill them 
relatively easily, or escape easily. 

You'll have lo be outside to experiment w ith 
its second use. No matter w here you are. if you 
play the Song of Sun during the day, it will 
become night in only a few seconds. Play it 
during the night, and the sun will rise 
instantly. If you're in an area where time 
is frozen, .you will be returned to the 
begTnning^f the area as par! of the 
effect. Use this excellent song to find 
Skulltulas easily* avoid nocturnal 
enemies, or just make the sun rise. 

77*t r graven of the hmtht'rt wfai composed 
the Song of ihe Sun t«v located dtrwrth 
he.Utif the Roeat Retid their gr-frtv.i . 

andstfagge appear 

H talk hi ViJiH. 
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R> landing k> 
hi nil a Lir:iu- and 
pulling i!, >iui can 
uncover pu.> ;md 
r- ensures beneath 
them. [ i \ olj lU • 
chi’. during Lhc Jay 
-he jiule ho> '-'.ill 
foil [ ink h> threat- 
ening to tell Damp*?, kn il uni do :i :ii night, even w lien 
that oh-so vigil am Gravekeepci is around, he won't 
care. Most of the graves produce a blue rupee and a 
Poe, dangerous ghosts that disappear when they're 
auto-targeted. Bui two of the graves, the ore with the 
flowers and one in the easternmost row (see triforce 
marks on map), have pits leading to secret areas. 

The one with the Bowers contains a free IB linn 
Shield (and you were goEitia pav full pried), unless you 
already have onjl in which case you get 5 big rupees as 
n pathetic consolation prize. The bombable wall behind it hides a Fairy Fountain. The other pit contains a Redead, and if 
you use your new Song of the Sun. you'll stun him and get a Piece of Heart out of the deal. 



So many Skull tubs! Of the six in 
Kakariko. you can get all but one of 
them now. There's one hiding in 
that first tree, and five others are Itt 
plain sigh t fat night only, of course j.- 
They arc: on the side of the SkuTitula 
house, on the slack of bricks, the 
side of the house near the entrance 
lo the Death Mm, Trail, and the top 
of the Tower. You should Have at least ten now, so head 
qtver to the Skul hub House for your reward 
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rw&al ilr-i' Skitilluia 


You can get thr ttfhvr j, har you .jn l 
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Skjjixtuia House 

This entire fatiiih cysa 1-hy thl wteUtijlas 

and turned into halfj>pider 4 fnnks. Every ten Gold 
S-ktilkulas you kill fre4> one iff dradive sons, but it will 
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DEATH MOUNTAIN 


We ' mi not gertpg Id cover I he 
Death YKnintnin trad in much 
detail here, since taste isn't 
really anything you can interact 
with at this point- Just beware 
of the Tektites lurking on the 
path .. They can be evaded lair- 
l> easily, but it you want to 
fight or are unable to avoid it, 
rely on ibe overhead (vertical) 
slashes Link performs when he 
prui*es I or ward be I ore he 
attacks. This way you’ll be 
protected from their jumping, 
attacks, At only iwhhiis to kill 
each one. they shouldn't be giv- 
|ri .- you too 
. / much 1 nm - 


If you nm past the blocked 
Dodongos Cavern and stay to 
the right when the Death 
Mountain trail forks, you'll find 
yourself in a three-hered circu- 
lar pit known as Goron City. 
The Goron people don’t want 
help from outsiders, but they’re 
at the brink of starvatioa and 
will give you a chance if you 
can charm their leader. 


: -smm T here ,ire a number of hidden secrets in Goron City. 
IMjV and after you clear the ttexl dungeon, you ejn come back 
/■t for a Skulltula, Piece of Heart, and two Bomb Bags, But 

you’] I need bombs to access all of those, and you won’t 
gel access to those for a little while, unfortunately. So lor 
now, well stick to (he basics. Just talk to everyone, practice your 
light-rope walking skills a bit, and then head down to the bottom 
floor to gel an audience with the leader of the Cm Tons. 


Cur (Til ToOL 7 
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Big brother Daruma is sulking in the room al the bottom floor with the Goron 
City sigil mi the dniir. Jo gain awf»i, you'll have to play /el da's Lullaby, the only 
proof you have of your relationship with the royal 
family. Hut lie won't help you until you can break 
him out of his funk by playing a song he really 
enjoys: Saria's Song. 

\\ hat happens next is probably how to pul this 
delicately the most horrifying moment m video 
game history U heo Big Brother finishes his spas- 
tic little dance, you'll be left with an upset stom- 
ach and the Gtirou Bracelet, a key item that lets 
you pick up Bomb Plants. 


fUN TRJCFg 

After you talk to “Big 
Brother 1 ' and gel the Bracelet, 
there are a couple of interesting 
things you can do. For example, 
everyone's talking about how 
"lively" the bottom floor is 
when alt the torches are lit. So 
grab a Deku Stick and use the 
torch in Big Brother's room to 
light the (.Httjyiutside. That big 
i use-like object in (he center of 
to w n v* it ! beg i n ^spi n n i n g . 
"Lively," indeed, but roIkumc- 
ihmg to waste time with.. .vet, 
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The bon i ha hie wall that’s 
decorated with two bomb plants 
k the Gnron City shop You can 
blow it open early if you grub a 
bomb plant from the level 
above, jump over the ledge* and 
throw it al the wall as quickly as 
possible. You can't really buy 
anything there, though. 
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DESTROYING the boulder^ 
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As you leave Goron City, 

! veer to your right and you*!! find 
a Goron guarding a single Bomb 
riant. With your Goron ’s 
Bracelet, you can mL 
(lower and t oss tu ner die cl Iff, 
onto the boulder blocking the 
entrance to Dodongo's Cavern. 

Head hack toward* the main 
strip and then jump down after 
it. (n its place yoirili find a new 
plot of Magic Bean planting foil 
and a passage that leads deep 
into Death Mountain. 

If \ ou have a Nyhan Shield, a 
full life- bar, and a captured fairy 
or two. bead on in. If you don’t, 
you should try to grab 'em first. 


Far bigger than the Dekii Tret, 
Dodongo’s Cavern is the games 
first real dunghw. You’ll need 
all of your wt a nd combat skills 
to make it through here alive, 
so keep Your sword loose in its 
sheath and your Hylian Shield at 
Ihe ready. At the end awaits 
the gigantic King Dodongo and 
an important prizes your first 
Bomb Bag. 


jfev Head lo the right first, either by running along the w all 
| ' i i by leaping ov er i he rising pillar past the BeampS Be 
■ -\ careful that he never points his open eye #t you, tor 

you’re safe as long as it s facing 
away. 

When you get to the right 
side, grab the Bomb Flower and 
feed it to Ihe Beamos (Z-targel 
him first for a sure hit), then use 
it to blow up both the doors on 
the right side (One just contains 
an obeli ski. 
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DODONGO IF 

Hast Wing 


If you 

stand i ei j us E the right 
place and listen careful ly. 
you tan hear a Skulltula in Bp 
this hallway.,, Hut you 
can’t get it yet and that isn’t 
going to LlkU^re anytime soon. 

En stead, draw your attention 
to the more im mediate concern 
of the Rihv Oojongos skull Ling 
your way. They explode when, 
you kid them (which takes only 
a single shot!, so use that to 
your advantage: stand near the 
bomb able door to the South and 
kill one of them a* dose to it □> 
possible, With no Bomb Flowers 
around, it's the only way you 
can get that door open now. 


In the huge room beyond, two Lizalffts 
w are waiting to ambush you. These guys 
/ *V arc tough, but they’re powerless oil the 
offensive if you use your Hylian 
Shield wisely. You see, their attacks arc always 
straight down, so a shield on your back is just 
what you need. Turtle up when they attack, then 
quickly retaliate with a double 
I 1^0 IV damage jump attack.,, 

They may run, 

wBf di ”\J ^ LlE > nu t ' £tfl 
j lust catch , 

.// aJM md J 


jSpkf h-ide that hidden 
room you'll find a 
‘J 1 ™ V Skulltula and ihree 
Keese, Use your Slingshot to 
kill the Kcese before they notice 
you. and then use a jump attack 
to nah the Gold Skull tula token 


Tth Mrt 1 dumn Kifw arc 
n mitt in’ tnatnhtish vou in iftfs ttf- 

f th iittil li i JV SOb! f/WtfVl look ■. lJ.«V- 

fvlh /rtf ttgnx ».(/ them helot? it?u 
proceed so i on cun pick 'em off with 
yimr 'Hilitrpshal hefan lhe\ w Me? UM. 


again. 


Back in the main hallway, push 
one of the statues onto the 
switch to open the door to the 
next area. 


in r 

y r 












m 


Tlie passageway to the North contains a Business Scrub who is 
selling Deku Sticks tor 15 bucks a pop. You’ll need one ahead. 
t so youTl have to acquiesce to his absurd price iT you’re out. 

In the next room, you get to deal with a couple of full-grown 
Dodongo*. The easy way to beat them is just to hit them three times in 

the tail (hit once, then run aw ay and 
wait for their counter attack before sou 
strike again). The fancy way is to toss 
a Bomb Flower right in front of their 
jnouths when they’re gelling ready to 
breathe tire at sou. Thes 'It eat it, and... 


Hoorn 1 


None too bright, these 


Dodum;os T and that goes double for 

their king. 

Then use your stick to light all the 
torches, and hit the switch lhal opens up 
the west side on 
your w ay 
back to 
the 
main 
n 


Jp\ Jump pfol the Beamob and over 
the pillars to the other side of the 

/ main room. Here you*! I find a 

chest containing the L hinge mi 
Map, a Business Scrub selling 
Deku Shields (in case yours got 
burnt away by a Dodongo tl rebat I 
or a flaming keesei, and the passage to the 
two rooms on ihe wesi side of the first floor. 

Ignore the stone structure surrounded by 
Bomb Flowers for now. and head towards 
Point 6. the room lhal contains the Compass 
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If you wont the Corn puss in this 
chest, you’ If have to kill the Armos in 
Iron! of it Yep, that ain’t a statue, it's 
alive! Touch it and it’ll 
come alive and smack 
you down, so keep your 
distance, I like to make a 
little trap by setting a 
bomb flower near by* 
then shooting it to make 
it come alive, just m time 
to die. Sees a! 


You'll need to lake the bomb from 
outside the stone structure and put it 
right m the middle to create a chain 
reaction strong enough to 
bring this platform down 
and create a staircase to 
the second floor. 

There are two Gold 
Skulltulas here: One on 
the 2Y ivy that you can 
get, another high in the 
north wall that you can’t. 
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■* ' All the statues in th^s 
^ Qr room are actually liv- 

I ing Armos enemies. 

I except for ihc one right n\ front 
I of the ladder! So kill the Reese* 
I avoid the re^t of the Armos as 
I you head to the ladder, pull the 
| statue out, hit the switch, and. 
you're good to go! Jump across 
the mam halt to the east side. 


f-? 


Careful h peer around corners to watch 
.if- for the floor traps* and then make your 
way to the grey block in front of the 
stairs straight ahead of you (there's a recovery 
heart behind the block, h> the way). From there, 
jump to the ledge w ith the Bomb Plant, and try to 
land a Bomb Flower on the very thin ledge in 
front of the door if you can’t seem to make it, 
you can try throwing the bomb after the fifth or 
sixth flash, so 
it explodes in 
mid-air. 


f ®w 1 * 
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[ | The next part es ■ 
pretty basic; ' 
Just shoot the 
eye with your 
[ j SUing>hr* r and 
jump across in. 
the limited time 
iM' the ilante 
inut. 
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jjk More Li^alfos 
jTTTg. here, and thev 
fall for the 
same dirty tricks. The 
only mist is that if you 
fall you II end up hack 
on the ground floor, so. 
um, try not to do that. 


J 


Mk._ This time there 
7Z are tw o flangf*. 


and you must 
jump to the first platform 
lo hit me second, switch 
mi 1 - s our left V ff you're 
not' a fast draw here, 
you’re tcast, 


Ms* Jump 1 * across 
a ~nl the ledges and 
you'll end up 


right at the died con- 
taming this dungeon's 
big treasure: The Bumb 
Bag. Now you have 
twenty bombs of your 
own that you can use 
any u b ere I 1 Viu m Lght be 
tempted lo jump back 
down and see what's in 
that bombable door be- 
low you, bill I wouldn’t: 

I j;'s just Business Scrubs 


sdbng crap (Oeku Seeds 
'and Nuts)!. Certain lv not 


worth the trouble., 


Hack in the 
main hall, stand 
at the edges of 


the holes in the bridge 
and drop a bomb into 
each eye. When they 
explode, the skull’s jaw 
will drop; dt lowing you 


w^yntotbc tl^ai looms 


oi thr | 13 F t]Ml 
imD 


ffcomoable door 
[*beiur|d you has a Ddcu 
Shj(*4q, jx^i f y&J don't' 
j^L^one, five rupees- 
Hit Lbe iWiteb oTS 
other side ft? mafcsc 
platform go^kigher.^nd 
ie that to get back lo 1 : 




DODONGO BOSS AR^A 


, The final. area is a fair- 
ly simple tlrule o\ rooms 
jtid hallways. You iff! 
have lo be aware oi hie 


never ending threat of 
Keese, but otherwise 
it's hard to go wrong at 
this point. If you're 
low on health or fairies* 
now would be a good 
time to go back and gel 
some, as the boss is Just 
ahead. 

Don’t miss the hern- 
byhle door at Point lb. 
as it hides the final 
Skull tula, at least of the 
ones y ou can get at this 
point (see note). It’s 
behind an Atmos, who 
you can either lure 
away or just carefully 


' SAfK ‘jjt 1 


.use 


maneuver behind to get 
the Skulltub. When 
that's taken care of* get 
the final block at the 
edge of the last hallway, 
and push it down lo the 
room where you began. 
Pull il out from, the wall 
and push ' nU ittU dj 
in the center, and, 
route to the final 
will open, 

Plant a bomb in 
center of the floor, and 
lei gravity Jake you to 
wll^re king Undo n go 
awaits. 


the 











TWO MESSING SKULLTULAS 


DODONCO 
BOSS ARgA 


You've only found three Skulliulas here so far, out of a total of five. 
The other two require you to come back later. Hut I'll id I you how to get 

______ — wmmm 

.■ i..!: -A lu-ll - 

. , 1^1 

the second requires some forethought. 

. ■BBBgp ■ 

Then ukc I • [u , 


studies 

platform to the 2nd floor, and loop 
around back to the west side of she 2nd 
floor by ^oing through the room on the 
east side where you got the bomb*. 
Since the Bomb Plants have not yet been 
destroyed, the Stone pillar surrounded 
by them will be in its default position, 
and you can cross that to the other side, 
where you can get to the Skull tula. You 
can go see ii now. if you want. But it's 
so high up that you* 1 1 need a Boomerang 
or Hookshot to grab it. 


lnfV’rnal Dinn«itr Like tnanv bosses in the Zdda series, the 
■111 U 1 I 1 UMUC difficulty is in figuring out htm to kill King 

If IXfp 1 Dodongo, not in the execution. And once 

IVKIIM 1/Vi/K/J \\IV you know how to hit King Dodnngo, he's a 
very easy boss indeed. Just stand in one of the comer* of the path, near the Lava but 
not touching it (see lop picture). King Dodongo will go rotting past you, and just after 
he does, grab a Bomb Rower (or use one of your own supply) and ran after him. Hell 
open his mouth to unleash a sea of fire, and you can just toss that bomb right in (it's 
easier if he's Z -targeted), It’ll blow, hell collapse, and you can get a single sword hit 
off of him... bo m uke it a jump attack Repeat this simple strategy only twice more 
and this Internal Dinosaur wilt be extinct. Vl 
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Now fhal you ha vs bombs to 
use. (Jorcm City is suddenly 
looking a whol^Mot more inter- 
esting. A Heart Piece, a bigger 
Bomb Bag, a Gold Skulltula, and 
another chance to see Darunia’s 
wild, sejcy dance are the high- 
lights of your heroic return to 
Goron City. 


You can now bomb your way 
into the second le\el passage 
where the giant Goron is lying 

■ on the map He won't do any- 
I thing for you now* but he will 

■ promise (o sell yon something 
r in a tew years, And we alt 
know w hat that means. 

l The shop downstairs is no# 
^ open for service and iJty| 
Hi good place to get bomhsT 
especially now , that 
you'll need iliem tor 
the bomb ma^e 
^ _ _ here in 
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* Jti 


Hey, I know you don’l really 
givje erjtp about ail the He! art 
Pieces and Bomb Bags and 
Skulkulmv ME you iwalEy want 
is to walk up to Big Brother 
Danmla and >ay ‘dance for me, 
baby," in your deepest, huskiest 
Patrick Sw ay ze-ist voice, Well, 
here's your opportunity to play 
Sam’s song and see an encore 
performance of Darunta s sesy, 
eapti van ng . ma g i ca I danc e . You 
know you want it. 


* 4 


* iti 
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l)' jh>u blow open the three bombable walls to 
the rock i^aze in the Hpdqw t*f comer ot tpwt*. 
yotfll just find more hffitiab I yocA B’o-w 
the one on yon right, Ihen-thfe next one. itien the 
one on your left Walk ktmf£ht Wthc wall, tom 
right, and blow ufftSJp® Jirecd^uh^d, You'll 
fii^HvCh cdte^N, yi.li a ptirpte CUpee. an 
oheh>k, and a eratticontiijiir a j t «o d Sailltiiki 


fi you ’'lop I Eot Rodder Goron before you com- 
plete Dodongo’s C avem, he HttHi’L even give you 
the time of day. But if you stop him now, by set- 
ting a bomb in his path timed so that ft will 
explode as he rolls by when he's inside of the cov- 
ered area to the north, he'll giv e you a Big Bomb 
I Bag. increasing your bomb-cam ing capacity by 
I an additional ten bombs! 


If you've made the town "lively” (by lighting 
all of the torches in town L the giant pot in the mid- 
dle of town wjll be spinning around wildly. 1 f you 
stand at the edge of a nearby ledge and loss a 
Bomb directly inside, the pol will toss out a sur- 
prise. depending on which side was facing you 
when you made it m: One side gives you more 
bombs, one gives you a random assortment of 
rupees, and one gives you a Heart Piece. The atm 
and timing takes some practice, but it vv ill certain- 
ly reward you for the time you put into it. 
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'll' el more treats await at the top 
of Death Mountain! In addition 
to being pelteB -with volcanic 
debris, a trip 1o the top of 
Death Mountain will net you a 
Heart Piece, a couple Gold Skull— 
tulas, and a new magic abilitV- 
Then take those bombs back to 
Hyrule for even more treats! 


Mare pesky SbtUwalttvfm! Carrfalh 
kill dll three of them before you attempt 
the chmh. or they ‘11 motf tnu miserable. 


Before you head up to the 
peak of Death Mountain, fall up 
your Bomb Bag at the bomb 
shop for from the spinning stat- 
ue j> since you’ll need a lot of 
explosives m Mow up nil the 
boulders k your way, 

boulder near the top of 
this pan hides an interesting: 
secret; A pil containing a real 
live cow. I can’t even begirt to 
guess what u\ doing up here* 
but it's a good source of milk if 
you have empty bottles after 
your Dodongo’s Cavern adven- 
ture. 

After that, things start to get 
nasty. Volcanic rocks pelt vou 
from above, so keep a close eye 
on (he earth around Link so you 
can hit the R button lo make 
Link hide under his Hylisn 
shield w hen you see the shadow 
of a falling rock. You don't 
have too far to go before you 
reach the sheer but dimbable 
cliff wall that signals the end of 
the volcanic debris area. Kill 
the Skullwallrulas, hoist your- 
self up r and you'll be standing 
at the peak of Death Mountain. 


Joe one closer 
just purple lft pee 


There are two bombaHe doors in the earh 
part of the Death Mountain trail. The one neat 
K a k a r i k o 
hides a Gold 
Skulttula, and 
you cm get 
the token* 
since the wall 
ss climbable, 
to Gorpft Ci tv 





GRgAT pAiny Fountain #i 


tin* \fF-, ,ni\umtn^ \crstQft at spin 
itiiih If you dti if S&(t ami l/ftrt lap A. 
'It da a wt u kiT vtTUfin, htn tl WVOT F 

mjc urn magic piling 


If you blow up the wall here ai the peak, you’ll 
find the first Great Fairy Fountain. Enter, stand on 
the tri force, play the Royal Lullaby and the great 
fairy will burst out of the fountain with no shortage 
of panache. She may have this terrible maniacal 
laugh and a malicious countenance that makes 
Ganondorf look charming and emotionally stable in 
com pan son. but this fairy is on vour side, and shell 
power up your spot slash and give you the magic bar 
> ou need to use it i Your slash now h.iv three stages of 
power if you hold down the B button). Return am 
time and repeat the process to have her completely 
refill your health 
and magic. The 
friend she mentions 
is located in the 
Hvrule Castle area, 
and will be our next 
stop. 


- jv 


PlECfc 
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HEART 


death min. Crater^ 
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You won't lasf in this area, since you can 
only stand the heal for a limited lime: About S sec- 
onds for each heart container you have. But that 
should leave you just enough time to pick up a 
Gold Skulhuia and a Mean Piece. There really 
isn’t anywhere else you can go in here anyway. 
The Skulltula is easy.. Just ram into that first 
crate in the entrance wav, T he Heart Piece is a bit 
tougher, and will require a leap of faith on your part 
Walk to the edge of the cliff as shown in the upper 
right picture* and step off the edge. It looks like 
you’ll plummet to a fiery death, but instead Link will 
start climbing down the cliff wall. A bil further down 
find an alcove with a Heart Piece! If vou’re 


you 


running low on time after you get it, just jump in the 
lava and vow'll be magically relumed to the entrance. 






OF 
Heart 


You’ll find kaepora Gaebora 
wailing tor you at the peak of the 
mountain, and when you've fin- 
ished talking to the Fairv and loot- 
ing the crater, you should take him 
up on his offer to fi\ you back mlo 
town. Not only does this save time 
and give you a spectacular ride, but 
he also drops you off on the other- 


I M f 
I n f lj 


iTTm ynaccessibk; roof of Impa's house, 

From ti^rty look down tip side of roof, to 
where tlte chicken cooatsyil 
edge, you’ll land at a thin ha leu t 


tkWi and vou're in the vow* [>iA| 

- m r mmwS vi thi- 


ll earl f WN » ‘d tt ton 

fiaaMv come in hiirttK? t 
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u slpwly-dmit^fi the 

by a door. Enter the 
with that Pit?eif of 
paAv owl would 
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The madness continues! Fill up your Bomb Bag and head 
back to the heart of Hyrule for a Fairy Fountain anoth- 
er Heart Piece, a ncu 1 Tragic and the biggest BombEbg,,, 
And a bunch of wrt-scrcKdHng iiink as well. 


Ciirmt ToWs II 


HYHyLH flELD 


There are lots of little seerd pus hidden under large, 
hnmbahk boulder* m Hyrule field, and none of then 
Iuk anything good, real!) Most just take yyy to d 
standard pit containing a dies! with some sort of 

" M P ,,n rL ' , ' ,0 l 111 STANDAUBPIT 
becomes a red or 

rujiee IJ _W, 

weaponjL of 

some bugs, a 
puddle with a fish, 
and nn obelisk, 

The one m the 
Northwest corner of 
Hyrule Field is an 
exception, as ii con- 
mins a very useful 
fairy fountain. 

There are also a 
couple of bombabk 
pits that have no vis- 
ible due as to their 
location: Well dis- 
cuss those on page 
hi after we get the 
Slone of Agony from the Skulltula house (it’s the prize 
I ■ ■ ■ J" SkullLuluN tokens, but % oil cun Hip ahead and 
go blow them open now if you want. 


pAIRY j-OUNT AIN 


LOST WOODS 


■ TO GORQN 

the entrance to the 

building that eon- 
lo Goron City (a 
1 you now have ihe 
y to blow open, of 
e), you can blow up 
noulder ^md reveal 
er stanradtpit con- 
ii no^jKg ’ mtcresi- 
I don't 
rwlty I even both- 
:o rrneiilTCmji. 
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BB^SBBFrT^BTI At the very end of the 

I 

I -•• M.\: 

y k ..„ '..V.- •:• - ! •■ ■' . ’.: !' , 

t ' I 

L'-.'Vv- ” " ** ’ - v :> ■ r " " % 

i i ■ ' >:-L! IVU "Vi.’ L\tr 

; rig capacitv to 30 fM 
* ' 40 rupees. Nothing n ojhi 

HgA I; 




I^LJ »A Pt-m-ECf QUIP* 






I 




Hyrulh Castle 


The first Great 
Fain s friend lives 



in a cave near Hyrute Castle. Sneak past the guards via the ivy {or bribe ihcm I" 
rupees to let you inj and blow open the rock behind the sign warning of a dead end. 

After a brief conversation w ith a ^.pazzy fairy identical to the first one. you' it be given 
the magic of Din’s Fire. Like the first Greal Fatty* you can return here any time for a 
health and magic refill. Dirt's hire, which uses h magic points (about ! 5 of your magic f 
bar) can hurl most enemies, even when they 're blocking (but don’t use it against Keesc. 

or they ’ll just turn 
into more Flaming 

Kecse). It can also be used to bum webs and light 





braziers. I here's one oilier neat trick you can do with 
ih is magic: When you hear a Gold Skull tula nearby 
but can't see it, use Din’s Fire and the flame’s expan- 
sive range will probably hit and kill the Skiilltula. 
When the Skulltula turns into a token, the camera will 
zoom in on it. giving you a clue as in il^ location. 



Bombchu bowling 




op 

HEART 


i Now that you're acquainted with bombs, you'll find the Hyruk Market's Bombchu Bow ling Alley 
has finally opened, The Alley is open 24 hours, costs 30 rupees* and offers live different prizes A pur- 
ple rupee, a bomb refill* a Bomb Bug (increasing your capacity to 40 if you already have the lirsi 


IT- 


BOMBCHU 


Bomb Bug). ID Bumbchuv. and a 
Piece of Heart, The prize is ran- 
dom. and the girl behind the counter 
will id I you w hat you’re play ing for 
las soon as you begin. You can onlv 
w in the Heart Piece and Bomb Bag 
prizes once each. 

Bombchu* I ravel in a straight tine 
> from whatever direction you let 
them loose in. If ihey hit a wall, 
they’ll climb it based on die direc- 
tion they were going. The goal is to 
get (hem in the hole, and you have 
ten irie* to gel it into three different 
boles. The direction Link is facing 
is crueiall} important* especially on 
the last two levels. The pictures to 
the right show the precise angles 
from which you can make a goal on 
^the last two rounds (aim straight 
ahead in roqjtd If riming is also 
key.- since >our Bombchu wflj dPton^c pternajMrely if 
it hits a spike slider oi^^wv. cllckcn ("bet the Hvrulc 
chapter of FETA isn ft if i . 


SECOND ROUND 



m 






The Bdmbchus. 


ful, but 3tN fun to t*. 
w aiu cv en mort of ^ri* _ 
m the back alley is now opemfb 


1K icula^h , use- 
cm. E f you 

tind the Jiqmbdiu shop 
busmen 
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After you use a bomb to blow away the boul- 
ders that are blocking your route. you’ll come 
across a boy selling Magic Itvanv The first one 
is a mere 10 rupees, hut dOfft gel LiH> excited' 
The price es raised by ten every time you pur- 
chase a bean. 

The soil bits of soil with a hole in line center 
j {like the one right by the bean salesman) are Lite 
_| only places you can plat'll the beans, and ten such 
is exist in all of f"“~ 




plan ling spots exist in all of [ 
Hyrule, Nothing will happen I 
immediately, but if you plant your 
beans as a youth, you’ll return to 
find magical flying plants as an 1 
adult. This is frequently (lie only I 
way to gel at well-hidden Heart j 
Pieces anti Gold Skullttilas. so 
plant them diligently. 
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Zona’s River is a fairly linear 
area. Just jump across the rag- 
ing river near the entrance, then 
head east. You'll have lo wade 
some of the lime* but as long as 
you don’t fall into the stream 
that runs along the south wall* 
you won't have any problems 
with the current. The 
Octarok* can be easily „ ■* 
dispatched the same ^ 
way you deal with * " 

Scrubs: reflect their but- m 1 } 
lets w illi your Deku shield. 


Jump iii'nHt to the itiih'r 
.OfA' taw. ottJ then jump 
(hh k when the rhvr 

& til }fn t tHrtryii If, lit/ Oil 

I'A it, f-nut) them, 

T. fhutJ vlroighi 
i uttfif yr*u get h* 

- % the itn'i i with the 

tnivted rui/urptf 
hiuJ^ee. 




The suspiciously placed chicken r - 
that’s wandering around in thefts 
early part of this stage is yourl*^ 
first sign that Zora’s River is more F 


kingdom of the Zora people to 
the rest of Hyrule, A bit of 
exploration and experimentation 
will uncover a Fairy Fountain, a 
Heart Piece, a warp pool, and 
even a pack of singing frogs. 








Two Skull lulus 
call /Mill’s 
River home, 
and v on can 
gel both 
tokens now. 

The first is 
hiding in the 


SKyLLTULA 


i he entrance, and the second 
appears on ihe small ladder 
below ihe natural bridges near 
ihe watcrfa 1 1 (bill only at night 
of course). 


Whip oui your Ocarina on die log 
shown here and play one of your 
lour Ocarina songs lor the frogs. 
You cun. only play eaeli song 
once, hut you’ll gel SO rupees for 
cacti song you play! fill up on 
cash, blow ii on Magic Deans* 
and then come back for more! 
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In a kingdom of water* the ability to duo is 
3 ; LSbBt ' essential. Link can dive 10 a limited extent, but 
now here near as deep a* he needs in. to double 
"” y your dicing distance* you’ll need the Silver 
Vj' ^ Scale of the Zora people. 

To uet it. run up the stairs, and lum left al 
Silver^ King Zora. The path leads to the top ol the 
g£Ai£ waterfall, where a Zora man will offer you the 
chance to play a diving game* Accept, and he 
* losses a handful of rupees m the water. You have tints 50 seconds 
5 to collect them a IT When you return to him (you don't have to do 
■ that vv. ith in the 50 seconds), he’ll give you the Si h er Scale, allow- 
Jr" ing you to disc for a whole six count. 

5 After you win the scale, you wwrwrwww¥ * * _ 

, can replay il any number of m \ 
times, at 20 rupees a play. 

There’s no pri?e, but you can fifj 

usually collect at lea^i 5() rupees 

each play. ' f* 

Winning the firsl lime is prel- Tl 

a ly easy. Just swim over ihe *'■£ 

p * j rupee you're diving fur (check ^ 

w here you are in relation to it by l - — — ^ ^ ^ — TTl 
Br’J watching your shadow) and j ~ * 

4 hold down the button 10 drive* 

’ *9 You can use the first person per- It 

speclive, b 


Although the kingdom of the 
Zora people is, truth be told, a 
small and boring place, you can 
grab a quick Piece of Heart, and 
win the Silver Sale at a sim- 
ple diving game. After that, it's 
time to join in the search for 
the King Zora’s missing daugh- 
ter, Rule. Only then an you 
earn the trust of the Zora you 
need to progress. 
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ton nift make tom iff cask dicing for The dicing game i\ un* uf nnty run 
ith- red rupee* after L'«fr htf» ttur \cafe. mini-jame'i lAofyvu hair m turn fn get 
Bur most t*f 'em end up in the deep end, a major ih m 


— — — 



sir *: 









No one in Zora's 
Domain has men- 
tioned the Zcira 
Sapphire, hut every- 
one's involved in the 
search for Princess 
Rule. With the 
King's huge hull 
Mocking your path. 


you have no choice 
hut lo join in ihc 
search. 

The only c]ue you 
have lo go on is that 
she might be in Lake 
Hylb, Fortunately* 
Lake Hylia is only a 
warp away, as it's 


connected direct K to 
Zora's Domain by 
the undersea tunnel 
located near the 
island in the main 
take. With the Silver 
Seale equipped. Link 
can dive through, and 
arrive at this great 


southern hike instant- 
ly... And the clue 


Princess’ where- 
abouts will be right 
in front of you. 

Just dive deep a 
few yards ahead of 
where you came out 


of the warp, and 
you'll find the third 
Imp tv Bottle* which 
contains a note from 
the Princess herself. 
Warp back, give the 
note to the King, and 
you can keep the bot- 
tle. 


If you light all of the unlit bra/iers in 
Zora's Domain. A chest will appear 
between the two bra/iers behind the 
waterfall, containing a Heart Piece* If 
you use Deku slicks, you'll find the source 
of the fire is the king's room, or you can 
use Din’s Fla live to save some time at the 
expense of your Magic meter. 
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The building in ihe northeast conker of Like 
1 Iili contains a man-made lake slocked w ith 
PIECE Of lish. For only I rupee*. Link can rent a pole and 
HEART 10 his liiiltf heart’s content. And if he catch* 

v es a record-breaker | L ) or 10 pounds >, the piopri* 
Ctor will give him a Heart Piece lor ii. 

Surv ey the pond carefully before you cast. The tword- breakers 
are always Lite large lish that don’t really move much, They’re usu- 
ally lurking near the log, or bamboo shbots* towards the center 
When you diink you see one Z-iargei him, and reel your lure in w iih 
slim, jerky movements to get him ~ 

on [he line (watch out ibr lilde 2 . c~T j S- i *^l 
or 3 pound sniper fish darting in 1 « - ■ , 

and grabbing > our line). Reel 

pulling left when he pulls right j 9 , \ % r 

1 1 id v i cc \ c rs; t > L then _ w hen you 


tour business on the shores of 
this majestic lake is already over, 
but there are a couple of fun 
things here you might want to 
stick around for. And while 
we Ye hunting [o r Heart Pieces 
and Skulltulas, we might as well 
stop by the rivers source in 
nearby Gerudo Valley. 


[■very time you see a Magic Bean paich 
(except, strangely, lor the one in Zora’s River), 
you know there’s a liold Skulllula in there. Id 
make them show themselves, you’ll have to lei 
loose one of the common bugs you find crawl- 
ing around in die pits all over Hyruk Wait a 


Z ora's Fountain 


Cum)} Totat U 


lew seconds, and out comes a 
Skill hub? So w henev er you can 
spare a bottle, you should pul a 
bug in it. (since (hree hugs come 
oul each time, you can always 
regrab one of 'em). You should 
have 1 wo hot lies by now, so start 
your hunting w ith the patches in 
Lake tlylia and iicmdo Valley. 
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In addition to the Skulltuln in the bean 
patch, Lake Hylia Ins a pair of Skull Lulas. 
The one you can gel now is on the mysterb 
olis little island with the two pillars, and the 
one you'll have to wait for is located 
behind the scientist's 


house (on the side 

tAAU I f^ing ihc bridge), 

SKUUJUIA| There's also a Piece of Mean in that 
1 same scientist's house, and he'll give ii to 
you if you can dive deep enough to impress him (which you 
can't, yell. The olher interesting thing in Lake Hylia is the 
scarecrow on the North shore. Play a simple song lor him 
I something easy to remember, like LRLRLRLRli and memo- 
rize it: It w ill come in handy later. 


UDING TECH 


Gemdo Valley, the westernmost point of 
Hymle Field, has a guarded gale you simply 
cannot pass through as a child. But just 
because you're not supposed to come here 
doesn't mean you shouldn't: In fact, if you 
failed Lo visit, you'd he missing out on two 
Skul hulas and two Heart Pieces, not to men- 
tion the best background music in the game, 
There's one Skul llula on the wall by the 
waterfall (you can't gel it yelk but the other 
two, as well as the Heart Pieces, require that 
chic ken-gliding skill. Just grab the L’uceo 
and sail officii side of the ledge, aiming lor 
the small ledge with the bo\. Set down your 
chicken, smash the box, grab a Heart Plm\ 
then take your chicken HI' it's gone over the 
edge, you’ll have to dive into the river, swim 
to Lake Hylia. and circle back again) and 
glide north along the same west wall. You'll 
land in a passage with a guard, a cow. a box. 
and a Ivan patch with a Gold Skullttda, If 
that'* not enough, you can continue north oil 
that path until you gel behind the waterfall, 
where another Hear t Piece awaits! 
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Zoras Fountain is the starling 
point of the mighty river that 
cuts through tiyrule Field, turns 
into a raging waterfall in Gerudo 
Valley, and empties into the 
gargantuan Uke Hylia. ll may 
not look tike much, but its deep 
waters are home to a [ish so 
huge tlial it holds an entire two 
level dungeon in its belly, as 
welt as a certain lost princess. 
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There are two 
^ j / Skullttilas in 
Zora's Fountain. 
The first is in the 
tree tai the south- 
cast island, and 
GOUD (he second is on 
SKyLLTCJLA the ’Aall behind 
the haM 'Sulv 
merged logs. You can't gel that one 
now. bill the tool you need to finally 
snare all these Loo-high-up Skulllulu 
tokens is almost in your grasp... 


Gbto 

Skjjlltula 


* ?rj-» * 
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Your journey through 
k | k Jabu Juba's intestinal 
JBLJtk tract begins with the 
familiar threat of Oetoroks, 
You can run straight in-between 
them to avoid conflict, or wipe 
them out by reflecting their bul- 
lets hack at them » ith your 
Deku Shield, 

The Shabcmis are much easi- 
er In deal with, and can be dis- 
pelled with a slingshot pellet, a 
swipe of your 
r. _ ■ > sword, or w hat- 
ever else you 


can leave diem be and walk on bv (or roll 
on by. which might be a safer betl 
Finally, whip out your Slingshot and 
hnik towards the ceiling for the hanging 
hi l of yellow ... urn... What is it. phlegm? 

‘4 A tonsil? A lymph node? In fact, I don't 
even mmt to know . Just sbvHit it to open 
the door, and keep an eye out for l hem in the 


tabu tabu's digestive tract is a 
disgusting place, crawling with 
parasites of all sizes. You'll 
need to hunt down the three 
giant worms that block your 
progress at every turn, but you 
wont gel far without the added 
weight of Princess Ruto. She's 
a pam to deal until, but you 
cant get through the first part 
of this dungeon without her. 


The next room introduces the threat 
of Bins, electrified jdly fish ihat will 
k electrocute anyone foolish enough 
“ to strike them with a metal blade. 
So slick to y our sub weapons, like the 
Slingshot, Deku NuL or Dcku Sticks. 
Or just avoid the Uiris altogether. 


Princess Ruto greets you 
w ith the endearing hostility 
you'll learn to expect from 
her. and then jumps down 
one of the sw irling, uni let 's call them “Yuck 
I foies” that are peppered around this room. 
Pay attention and jump down the same 
; ^ one, since her presence is crucial to 
your completion of this dungeon. 

If yon gut the right one. you'll end up 
at Point 4 on the next page. If you miss 
K iind end up somewhere else, you’ll have 

to climb up the ivy-like web of mucus 
(getting nauseous yet?) that leads hack to 
this room. 









After a hit of 
gentle persua- 
sion, Kuto 
k will 


agree ' 
to accompany you, pro- 
vided ycni earn her the 

whole damn way, ^ *-■ « ?*-*■** —* 

— You may be vexed *-^**-— * 

hy her arrogance. but j | * ] 

you can have lots of 

FmB fun gelling revenge. For example, you no longer have 
I to waste your own ammo killing liiris-: Now you cun 
k just buck Ruto at ‘cm! 

Bui don’t throw her around carelessly, "cause if 
she ends upon the wrong side of the 
i plat form, you'll have to leave 
\ and come kick to 

reset her position Jh i 

( and you know 

I- or now. grab her and 
head through the door behind you. 

You can loss her at the bubbles to |iop ? 3 *P!^i * 

’em, and you can even buck her at Eg. 

the tonsil switch to open ihc *_ 

door in the hallway. 


JABU JABU 
LEVEE Bi 


uagh she’s kill" fish?) so 
wade across tile pond 
and toss her to the other 
si ile before you lilt the 
switch. Then nail Gold 
Skull In lo number I on the 
ivy-like stuff, and climb 
up there. In the alcove, 
you'll find some pots, 
one of which contains a 
fairy, 

From there you con 
jump back do w n to Rulo. 
bypassing I he whole 
switch thing altogether, 
and continue on to the 
south. 


If you set Knio down on the 
ledge before the elevator and dive 
j/L • hit below the west wall, you'll lind a little tunnel 
and resurface near a plaltdmi w ith a very annoy- 
ing Business Scrub that likes to nail you with 

Ins little bullets just as ■ 

yoll gut up on the ledge. ^ 

Time it carefully, knock 

one of his builds back at P * 

him {or fire the sling- j • 

shot), and he'll be ready 

to deal... > IX'ku Nuts for j- ^ * - 

21) bucks'. 1 Hardly worth 

the el fort. 

Then grab Ruio and, "** ^ ^ 

with her still on your . ' 

shoulders, jump onto the 

elevator and let it lake 

you back to the first 

llnor, Carefully avoiding 

the liiris, make your way * 

hack to the room with the 

Yuck Holes. , 


rut t tOlfWO OCAKJNA Of TlMli ,L! rtrKT>0 <.*UIDt: 



Now you need to gel lo [ 

llv rtHun oil I * f 

journey V ill 1 - ■■■ ■ 

be ;■ bit easier w nh Ihe ‘rang in your hand, as 
il can kill ihe previously dtlfieull Tuil- 
puxattui enemies. Just 
u make sure Rulo does- 

n't gel sucked away 
4 ' ' 1 Jsi by the moving floor 

w 4 R ^ while v mi re fighiini*! 


A Zip right pasl all the Yuek Holes. 

and keep a light grip on Ruin lesl 
she be sucked into one of the 
vortexes. Avoid the Birisiespc- j 
eially ihe hie ones) as you make your way 
to the door on live oilier side. 

This new area branches off in five differcnl 
directions, but many 
of ihem are blocked _ 
hy electrified lenioeles 
m ,1 variely of highly * 
unpleasant lecal eol- ** ■*™ t 

ois, The whole area is 


When you gel to 
Point l >. drop Princess 
Ruin on the switch and 
head inside, ‘rang 
at the ready. The 
orangey -brow is 
tentacle you'll 
tlglu is a cinch: 
Jus! hit him with a 
sucker shot, uni 
forward a bit to 
lure hint down 
from ihe ceiling, 
step back and repeat. 
When he explodes into 
icky brown chunks a 
lew minutes later, 
he’ll leave 

behind the 

:.Tjm Dungeon Map, 

■ ^ and all the 

oilier teniae les 
of his color will be 
gone for ginnl! 


guarded by ecu- 
lipedc-like ene- 
mies know n as dk m 
"Tailpasarans.” 
who are diOlcuh 
to hamt at this » 

point. Hvadc them 
and be careful not 
to let go of 

Princess Rulo, for 
the Ihvor here is 
constantly flow mg 
backwards. and 
you might have I rouble 
catching up to her up 
again. 

Your litsi destina- 
tion is Point X. 
the eastern' 
most room. 

You'll need 


It’s best 10 work alone (no need to carry dead- 
WC *IS^ 1 Ruto) a® you hit the remaining vwims in 
AjA. the tli^y r~^ 

Kiiahums m 40 * - 

seconds (piece of cake. 

tliall for ihe i iinipftw, 
then kill Ihe other Iwo len- Hj 
taclcs in rooms 1 1 and 

12. The one in mom 12 „ t * r f m f 
has an entourage of £ 

Biris. but your Boom- 
erang will make short 
work of them jusi 
before it kills their puke 

green leader. p * - - r -F* f r * V^ri 


Drop Roto in a comer 
“ and draw your sword 
when you enter this 

St i nger* i ri tested 
room. They're lurking 
beneath the surface. To 
draw one out, /-large! if 
and approach u (or loss 
j a Deku Nut al il). Step 


back just as it surfaces 
lo gam a bit of space, 
then quickly use a jump 
allack its u ’s shirting to 
hover. Kill all four and 
a dies I will appear. I lit.' 
Boomerang is finally 
yours! (irab Ruin and 
move on! 
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Stun by gelling mediunt -close. Z- 
target ih c stuff on the top* and __ _. | , 

keep walking in a circle ^WM J j I 

JlOIIIld tllC IxisS LIS SOLI Use ~ f W F 

your Boomerang lo give him a haircut. Nest hit the little Bins he generates and nail 
lor ait opening to hil the main body wiili your Boomerang- Mil lx.vom.L- suiimai and 

~Z lum blue (the Bins will keep moving, so be care lull. 
<■ — ■ i m ~ ~ your opportunity to rusts up aitd hack at it with your 

Kokin $w ord When Bari nude goes on the attack, use 
your Z-targelting to gel a bead on any ol' his Little 
JVR pieces and ‘rang away at them as you baeksiep away. 


?k lit Tf> fftii it lUnMii/n; n/htf t\> 
ut ini ufkt »ih n mti ti> y*m 
thin jf pivvl t ht iiff tiH thf fiirts tiffin i' 
urn nw hit him, but stiufv linin' run 

L-ar yfntiv fo. -fittv ItUf run ittjjtf a ifcritf 


Den i fn> far thf kill fin* 
forty: Ctim cfitroff nn do- 
ubting hnn forty Hit umt 

diwltatfihi thf forth unfit 
nw'n* bnthfn dawn ftps 
* tffintthX' t ttt\ibttir\ 


Riilo will hand over itie /.or a Sapphire alia you 
collect your I lean Container and warp out of the dun- 
geon, hut not before she (ricks you into committing lo 
marry her It's tempting. I suppose. She is kinda cute 
and I like a hit of haughtiness in my princesses iZclda 
needs lo work on Iliad Bui I've always had this thing 
about girls w ith two extra eyes on the lops of their 
heads, so, um... I think Til pass. Pocket the Sapphire 
and go see two-eyed Princess ZeJda instead. 
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VouVe free to continue on to the world of Adult Link iww. kit take a minute to think «bout it before feu rush into the uncer- 
tain future. After aLL you mustn't forget the ancient Chinese proverb* that goes like, 'every new beginning 3 some other beginning's 
crul’ or something to that effect. Growing up means aytng goodbye to the Hyrute Link knew as 2 youth, at least for a little 
while. And ire you truly prepared to move on r| Pid you get every Piece of Heart, every lust SkulUub: Did you do that whole 
crazy Mask- trading mini- game, and catch 1 len pound fish, and plant eight of the ten Magic Beans' Did you 11 ^dl. did you? If 
the answer e 'yes.' or 'shut up.' or 1 just don’t care.' then skip ahead to page 61 Otherwise, stick around for the? 
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Now that you have (he Boomerang, you can grab 
that Gold Skul It Lila on the wall of Zewa’s Fountain, as 
well as any Heart Pieces you didn't gel in Zero's 
River You*!] have to aim the "rang manually u> get 
the Hear! s (you cart 


Z-targe! Skulllula 
tokens, however). 
The boomerang 
can also smash 

those weird hives you see m the comers of the ceiling sometimes. There are a couple 
of 'em in and around the king’s ruorn in Zorn's Domain, and they appear frequently in 
underground pit'.. Once again you'll ha\ e to aim manually, which can be \er> ditllcult, 
and it’s rarely worth it. A couple of (hem contain red rupees, but that's about it 

— KAKARJKp VILLAGE 

If you've teen checking back at the Skull tula 
House regularly, you"\e probably already picked up 
the Stone of Agony for kilting 30 Skulltulas. This 
highly important item makes your Rumble Pack shake 
whenever you walk near □ spot ^here there's a 
hidden pit. Up until now most of the pits have 
H*iu either been open or under obv ions rocks 
and 5tifff, but there are many hidden pits 
ihai have no visible clues at all. That’s when 
the Stone comes in handy. Many of the pits 
require bombs to open, but some require a song 
that y ou haven't learned yet, so don’t worry if you 
can’t find a pi l everywhere that your pack shakes. 

The first pit is right here in Kakariko village, not far 
from the SkuILtula house. When you feel the rumble, 
plant a bomb and slop back. Then step into the hole and 
kill the two Redeads Ibr a Huge Rupee, worth 200 Tegu- 
lar rupees! 

White you’re m town, go grab that Piece 
of Heart from the windmill: If you posi- 
tion yourself just right, you’ll be able to 
nail it with your Tang. 

There’s a Skull tufa on the cemetan 
wall ihaE you can also 
grab with the Boom- 
erang, and another one 
in the loose soil of the 
Magic Bean planting 
spot (which you must- 
n't forget to plant a 
bean in* loo. of course). 







■U Jfl Skniltula tokens, tvjji get a Giant t 
Wallet, n Art'A olliMP jnHf f-r> httjj f (Hi 
rup e es! The' next prize i'v htf wef- 
ter... Just mm of those refalswfv 
nscU^s Bttmbihui Conte hoik 
when yuu haw fifty to & kid or 
aj\dtt far (he final prize a Piece of 
Heart! 
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f _SKULLTULA HOUND-UP_ 

DotlH forget to go hack to all oTtfic Magic Bean plant- 


You can also go back and gel these six Skull tu las now 
that you haw the Boomerang (in addition to the otic in 
Zora's Fountain). Of all of these, onlv the one in 
Dodongo's Cavern w ill stEtl be there in the future, anti when 
you go Hack there with one of the items you Can only get as 
an adult, you can pick up the other missing Dodoogo's 
Cavern Skill llula as well. 


go 

ing spots to plant your 
beans and use bottled bugs 
to uncover the Skulltulaa 
hiding down there. In addi- 
tion to the one at Lake Ihlia. 
here are the other seven you 
can get to now , 
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Death liftiitrfain trait 


Zura h ftfvfrjmi Skitlhnia here) 




Dthi Ttve Thai fust Sknttlulu be- 
hind the htmhtfbie drw in fit 


I 'i H.ti mgu Cuivrrt: Yuh eon ]r get #5 
is/, hut you can get t*4 fdrVuy.w/ 
im page with tfu r tioomervng 




fCokiri Forest 



Gerudt) Valley 




MasflTha ding Game 


Wg*vc talked about this a bit rn the past, hut since it's not 
possible to take this mini -game to its completion until 
you've received all three Spiritual Stones, we’ve held our 
full coverage until now. All you need to do is check out 
each mask, find the person who wants it, and put it on in 
their presence. When you return to the Mask Shop, you’ll 
get access to the t»M one. A couple of the masks have neat 
special abilities to boot, too, 



L KEATON Mask^ 



"Keaton" Mask? 
Whatever it is, 
ih is mask must 
be given to ihe 
guard by the 
entrance to ihe Death 
Mountain Trail. It's for his 
"son. " you >ee. That's wh) he 
wears it 24 hours a day. 


2 . Skull mask^ 

The Skull Kid 
who gave you a 
Heart Piece fur 
playing Sana's 
Song in the Lost 
Words wants this mask.,. But 
first head to the "Forest Stage" 
for a secret (see side bar), 
(continued next page/ 
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3. Spooky mask. 


right up. 

4 Bunny Hood 


I JBT U| h.! 1 . -Li' ’ MiHK'S. 

H i 

sQh 

ning around [ un 
Lon Raridi in Hynile Field. 
Soli hnn this ma^k for 5 ihi 
rupees ID 10 quadruple In* run- 


5. MASK, OF TRUTH 


I | This musk 3> for 

HBfl keeps: Take 

I with v . * u and 

>mi.' able lo 
talk In (lie strange gtey 
obelisk * scattered cvur^Avficrf 
Vuull hear some ^ery intend- 
ing information. 


Hyrjjle Field 


\OK I H ( >h LOK LON NEAR CERLTDQ VALLEY 


Your Slone of Agony 
will guide you to four 
more bombable pits m 
1 Hvrule Field- This is the 
| big four: They contain 
[ both of Hyrule Field’s 
I Skulltulas mid both of its 
I Heart Pieces. Unfortu- 
nately; one of the Heart 
Pieces £ in the pool be- 
neath the tree north of 
Lon Loo Ranch ? w ill con- 
tiiiuc to evade you until 
you increase your di\ ing 
capability. U se tire to bum 
the webs in the Skulltula 
pits, and the rest should 
be self-explanatory! 
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CENTER OF GATES NEARJJU5I HVUA 
Just when you were thinking that buy ing fluff from 
Business Scrubs was always a waste of time and 
money, you meet this guy, dearly a drop-out from the 
Business Scrub school of commerce, lust plant a 
bomb dead in the center of the four fences near Lake 


Hylia to reveal a pit with a Scrub that'll sell you a 
Heart Piece for 10 rupees! Possibly die easiest-to-gel 
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links tkjje quest begins 


three Spiri- 
i mil Stones 
~ Link's poses- 

^ sion, the must 

obvious course of 
action would he to 

* meel iv ith /el da again. Ikit you 

* won’t cel an y where near that 
goal. as nidi l begins to fall as 
soon sis yiw near Myrulc Castle, 

S and the dream you and /.elda 
shared pi ins itself out exactly 
as you feared it would. 

hut ihts time there’s a tw ist: 

* /elda. show i lie. a finer throw rug 

* arm than many professional 


You've collected the three Spiri- 
tual Slones thaf Zelda requested 
and all that remains is for You 
to deliver them to her. But just 
as You approach the castle, your 
premonition comes hue: tmpa 
and Zelda flee from Canon, 
pausing onlY to toss Y° u the 
final tool Y JU need to proceed 
in your quest. Hurry to Hyrule 
Market's Temple of Time! 


quarterbacks, tosses the 
Ocarina nf Time towards 

you. into die moat. \\ fieri 
things settle down, dive in 
to gel it. then take it to the 
I eniple of l ime. l J lav the 
Song id I *me as site teach- 
es you. smd set your ihree 
slortes iiilo the allur to open 
the path to the Master 
Sword... And vour future. 


Wjtf r?/ Huh' fififi VVW"I Hi irk 










BE Lw;mi> tutu**™ C1C\W* or TIMS * l^HCI 




Link awakens at the tlyrule 
Temple of Time, seven years 
later. Although he did not feel 
the passage of time, he is now 
a grown man stuck in a future 
that Ganondoi [ seems to be on 
the verge of conquering. Only 
by utilizing the power of the 
six medallions can Link find and 
destroy Gallon. 


j^aukjj, the Sage oj light 


You knew this would happen 
sooner or later; Link has grown 
up. As a result, he can wield a 
full-sized sword, hold his Hylian 
Shield the right way, jump far- 
ther.. climb higher, and use a 
whole new set of weapons. 
1 nfurtunatdy, hes lost access to 
the Boomerang, the Slingshot, 
and Deku Slicks (explain to me 
again why adults can’t use such 
things?), leas mg Link w ith noth- 
ing bin Deku Nuts to supplement 
hts unchanged repertoire of 
sword attacks 

1. ink’s quest has changed as 
well, Now he must find the six 
medallions, ermtinm-dn tto pop i 





Hyruk Castle is no more. In 
its place floats the completely 
inaccessible Canon's Castle. 
There's no! much you can do 
here hut gaw k in horror, bui if 
you look closely you'll find a 
Gold Skull tula behind w hat used 
to be the gate at llyrule Castle. 
You can't get the token yet fl 


(unless, you want to take a risk of jumping into the t* in. lust w* n.irs, ait 
l it va). but you can come tack to ii » hen you get the %1‘^ZtZZZl** 
Hook shot at Kakaoiko \ illagc. of ii Itandful i j/ngu ow*. 


BOOLE 


You knew the fourth bottle had to 
be around here somewhere... But tig* 
uring oul where it is and actually 
acquiring it are completely different 
mailers. 

The room at llte entrance to 
My rule Market, w here you used to 
have such fun smashing pots for 
cash, has a new occupant; an undead 
specter who deals in Poe spirits* which you can get 
from killing Poes and grabbing their remains with a 
bottle. Bui he won’t be loo impressed with normal, 
garden variety Poes. He wants the special Big Poes 
that lurk in llynile Field Catch him ten of them (only 
ten exist) and he’ll give you the Empty Bottle as a 
bonus [plus 50 rupees for each one). 

Sound difficult? You don’t know the hoi f of it. Big J t m <n iaL a whih u% 
piies are tremendous cowards, and they'll run faster h> iMt Lin*. \ »m h 


them with a bow on 
horseback, a difficult 
task made .ill the harder 
by the fact that you don’t 
yet have a bow or horse, 
So you'd better come 
back to this one. 
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(continued) 

You get the I ight Medallion from Raum. the firsi of the sis sages. Rest assured 
that the next five won't be qiiite so easy; Each one is guarded by a fierce boss at the 
end of a massive dungeon. 

i here is no specific order in which you must tackle these dungeons, but you won't 
get tar if you don't have the Hookitmt, the new "skill" Sheik suggests you get in 
K&k&rikc You really have no choice Hut 10 take Ins ad\ ice. 

As you leave the Temple of Time, you'll find that there have been some changes in 
the Iasi seven years, none more drastic than whafs been happening at llyrule Castle, 
First of all. the Marketplace has been overrun by Redeads* so be careful as you make 
your exit. These Redeads don’t have Lite ability to stun you* but their chokchold attacks 
do just as much damage as the ones you've faced before, Fortunately, they 'll still be 
frozen by (he Song of the Sun. and w ith your double- 
power Master Sword at your hip. you might find it 
lo be worth Lhc risk of killing them if you need to 
fill up on Magic.., They drop Magic Pots at 
high rate. 









WINNING HPONA THE HOR£E 


You see Link proudly ironing across ihe field on his majestic 
steed every time you stan up the game, but I doubt most people will 
even figure out how to get the horse llicir first time through 
die game Getting the horse is entirely optional, and the 
clues pointing towards it tire rare, so pay close alien- 
tiort: If you miss this, you'31 be missing out on ore oi 
the coolest features this ^ ersion of /el da has to offer. 

You cun acquire the horse at any pomt as an adult, 
S-'Wr hl ' : vu ' do \: mr”cJ .rx y M'ct nil. the 

sooner you get it, the longer you have to play with it. 
Here's the process: Head on over to the Ranch, picking up 
^ as many rupees as you can grab on the way. if you’re 
low (it's 20 rupees to get in the door, and every 
I I .it the L u i ria I ^ " 

• ■ Li- - ■ ■ " i ■ 'in- d. 1 1 1 

li head and pay him the lb-spot to ride a horse 
_r for one w :u c minute. Do it a couple of times 

,fl - cl ,: 'c I Jl ^l of the horse, but don't bother 
. with the horse he offers you instead, play 


Ganondorf has taken the ranch 
from the 'Lons and awarded it 
io their malevolent stablehand, 
Ingo. Now that You're all grown 
up (and so is Epona). Ingo will 
lei you SO for a ride, and if 
You play your cards right, you 
can come away with a horse of 
your own. 


W process, and then, while you're on E porta’s 
f back, talk to Ingo, He’ll propose a race, with 50 
rupees as the slakes. If you win. a flustered Ingo 
will offer a retnatch, and this time he’ll promise you 
^ the horse if he Loses, 

" Win. and he’ll! keep his promise, but with a 
condition: you can never leave the ranch w ith your 
I horse, That’s dirty and he knows it, but you can 
I break the rules by building up enough speed and 
Ik jumping over the low retaining walls separating 
H the ranch from the rest of Hy rule Field, Epona 
■ will be yours forever, 


titf Totik 44 


Tn recap. fnga will nnh offet fr> race The first race ti easy Trs lo keep \rmr 
wiu the 2nd time or taler, andonh if you carrot bar aiwavs al 4 out of 5, wlrip- 
tuii hi htm while you Vr riding Epona- pmg tilth wfren the fifth carrot return' 


The 'ivcontt race a truin' titfficuil, f hke After inu n>jn the second lone, you 'll 
la use three or four consecutive whip' to hare to *nc oA Epona Out of the rune ft by 
at’/ ahead of fngt>, then hold him back leaping aver this fittlce. Go a tap or two 
hr staying tn his hut whsh >1 jut sptvd urvund first tv work tip the necessary 
skiwty regenerates. Speed. 




| Kakanko Village 








M A LON'S RACECOl J !\SL 


If you return to Ingo 
Ranch (if II be Lt m Lon 
Ranch again when you 
fell Talon of your victo- 
ry L yeti can talk to 
Malon and get her to 
train you a bit in the art 
of horsemansh ip, She'll 
oiler \ on a chance to run 
a timed, two-lap course 
around the stable, and 
will give you a prize if 
you beat the record of SO 
seconds. 

The best strategy is to 
keep a solid rhythm 
going by cracking the 
whip whenever (he fifth 
carrot regenerates ( never 
dipping below four car- 
rots L and taking the 
turns as tightly as possi- 
ble w (thorn hitting the 
i wall (which will cause 
1 you to miss the jumps). 


Despite what ktwi mm have hoped. the 
prize t&tt i 1 1 Heart Piece or Bottle... It ' 
ii damn crm. delivered directly to Link - 
kmc ft "If hi-r rhtti a violation of ho 
n mat agreement), / gue' \ rite thought 
w that now l 'em tun get fne milk when- 
ever hju want. htt W ho carv* f 

There \ clearly tomefhtng i epiyw-nmg 
h tth that Union 


*Lh. 

REVENGE 

OF THE 

Cuccos 

J usi like the SNES ver- 
sion of Zelda (Link to 
the Pasih you can incite 
a huge swarm of chick- 
ens to attack by wailing 
on one of them w ith a 
sword for a few min- 
utes. Ocarina of Time 
provides yet another 
way to mess with the lit- 
tle buggers: Just trample 
one with your horse ta 
trick that you can only 
pul! off in this area)., 
watch the swarm 
when the cinematics, 
end- They don't dam- 
age you or anything, so 
just run one down and 
watch the fun! 


time vou Yt‘ 

} escaped with 
Epana. you 'll he 
uh ie to jjtc' her to 
get around quickly 
i?r Hemic Field 
Lake Hvhn. and 
GermM a I alley (you Can 
summon her rn jav of fhiae 
fixations with Epor.a V Sang}. 

Ymt can tine yaw froi', to sfnmr 

t*m m k'.r from horseback. Or tear Up ptaftis simply fcv 
trampling them. Aha. (hough j,r * c ertainly Optional, 
you can go through the enure Trading Game pnx. isj 
nrw (see page i 6&, 79. and lH3) to get the Biggomn 
Sword the bett weapon m the game. Fpotto Is Just, 
fun. eumvnfrttf. and hey. .i he .i good eafin '. 
toed Lrrr. t'rflww. forget / lust said that. 



jirrnl Totals 22) 


Trading Game 


C. H njj'rt) 
h‘. * i i 

KiW.T. 


\s ;jn adult. You’re given the 
opporuwin to participate in an 
ev cm ^iiniLir to the Mask-trading 
game ym played as a child. You 
just swap one item tor another. 
]2 limes, across ll!I of HyruJe, 
and at the end von ’ll have ihe 
powerful, unbreakable Biggoron 
Sword. The 1 riding game starts 
here in Kakariko, 

First, talk to the Chicken Lady 
who gave yon the bottle in ihe 
first quest. She’ll give you a 
Pocket Egg. which will hatch 
into the Pocket ( uecn at the nest 
sunrise (you can speed that up 
with the Son g of the Sun). W hen 
it hatches, use it to wake up 
Talon. who \ craslted ai the house 
with the freak \ mart-woman in 
the mid part of town. If you’ ve 
already hosted In go al this point, 
he'll head hack to take over the 
ranch. If not. he’ll stick wound 
Kakariko until you do. 

Anyway, once (he Chicken has 
done its duty, return it to ihe 

Chicken lady, and she’ll give you 

wifi orJv £>tm far iii, C ojiru. the blue elii.eke.tu which 

mmfttiiy poachm# in rhe L™t you can unload in the next sec- 
tion, t he Lost Woods. 


rooftop Shenanigans 

Once you cel Ihe H«nk<ih<rt (nee next page!, 
you can use it to latch onto any of the shingled 
rooftops here in kakariko. From there you can 
jump to other roofs, including two that give you 
nice treats. 

If you visit the guy w ho's sitting on his roof 
looking at Death Mountain, he'll give you a 
Heart Piece 
as a momento. 

If you gel to 
the lop of 
Impa's house 
at night, you'll 
find the final 
Kakariko Gold 
Skullmla. 


Now that the Castle has fallen. 
Kakariko has become the default 
human capital o) Hyrule. In 
addition to its original residents, 
it now also houses a number of 
refugees from Hyrule Market. 
Your business is with Dampe 
the Gravedigger, but don't miss 
the opportunity to grab a cou- 
ple Pieces of Heart and get 
started in a new trading game. 


tirrmi Tatat 




Thk Song op Stores 



An interesting time paradox awaits you at the 
windmill, and if you can unravel it. you’ll team 
the sixth song and open the path to a v cry impor- 
tant dungeon. 

If you talk to the accordion-player in (he wind- 
mill, he will tell you about how a young Ocarina 
player played a song that ruined his windmill 
seven years ago. You don't recall playing it. hut if 
you show him your Ocarina, hell teach it to you. 
You now know the Swig of Smrmv 

H laying it now won't do anything, since the 
damage has already been done. But if you go 
hack in little and play it again, the event that he 
remembers so pa in fully will finally occur. So. 
um. where exactly did the song come from, if he 
learned it from you and you learned it from him'. 1 
Isn't Time Travel fun? 

Anyway, mucking with windmill- e*. only one 
of the delightful 


If you plant- 
ed your 
magic beans 
eh the comer 
of the grav e- 
yard as a 
child, you'll 
now have a 
magic plant 
that w ill take you to a box con- 
taining a Henri Piece! 


op 

HEAR! 



HOOKgHOT 


DamtH'S Catacomb race 


things you can do w ith this piece of musk. It can 
Open pits in the ground that cause your Slone of 
Agony to rumble (you've probably already come 
across some lhal you couldn'l open with bombs), 
it can be played to the Frogs (as a child t for a 
It « ar l ; and you can whip it out anytime you 
just fed like a bil of bad weather 


Dampe's "heart -pounding" lifestyle 
apparently caught up with him in the 
seven years you’ve been in stasis. You 
can read his Last Will & Testament in 
the pages of the diary in his hut. in 
which he bequeaths his "stretching, 
shrinking keepsake” (um... vuck) to 
whoever can challenge his ghost. 

If is grave is the one on the left row 

) thal didn't use to have flowers on it In 
his crypl Uampe will challenge you to 

a race you can’t win, in which you must follow Sum through the wind- 
ing catacombs as lie shoots fire at you. Simply making it to the exit 
(tougher iban you'd think, since you can lose him around the turns if you 
get hit by the firci nets you the HooLshot... Making it to the end in one 
minute or less (you can repeat the race endlessly) will gel you a Heart 
1'it ce. You need the llookshot immediately, so keep trying til you gel it. 
Bui to match or beat the one minute time, you'll have to roll (which is 



HEAR! 



slighiK tasicnhan running) incredibly skillfully, (judging all the dames. 


/ 'H . * 
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The fin halts Damp*' f/mm v tif >au Rnii ip travel rf^ira siraighhmav\ You hint- fa it%e the Srmg of Time hi If you Jidn ? litre ji our baamemng fa 
cm be dispelled n r ih a vwtpc o f foster when no flame* are present- eliminate this final obstacle- get the Heart Piece in the nimimitf 
eCJ/v/ hi 


myr mcrea hut if i. always faster to Thu Hill help you shtne heioitub off Remember the pattern an the stone, yet, ¥l*V run gru b ll from the spot 
ivsf run around them. i our fimw. you 'll see it again. m lie*V you exit fManipe * maze. 


Tllk U=TfiM*Of OCARINA Bf TlMK' PERffR.I CUDF 










The Forest Temple is situated in 
the Sacred Forest Meadow you 
visited as a child. Saria is gone, 
but Sheik is wailing, and you 
an finally make it to the pre- 
viously inaccessible temple 
entrance with your hookshot. 


Or. challenge out of these dungeons firsl: 


Fire Temple 


3 


Ice Cavern 


Page 90 
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LOST WOODS OVERVIEW 




Since the death of 
the Deku Tree, 
Kokin Forest hasi 
become infested 
with monsters. 
Ignore the plight of 
the Kokin for now 
and continue on to 
the Lost Woods.., 
You w iJJ find it 
much easier to get 
around in town after 
you've cleared the 
orest Temple, 

Near the pool, 
you’ll come across 
your old friend, 
Mido. To prove to 
that you ‘re a 
of Sana's, 
play her song, and 
hell let you pass. 


Trading Game parj ii 


Cojirtfv master is waiting in 
the clearing, beneath the tree 
where the Skull Kid used to play 
the bone flute. 

(f you hand over Cujiro, he'll 
give you the Odd Viuslimom. 
w hich you’ll have to Lake back to 
the old woman in the alternate 
potion shop m Kakurikn. 
Unfortunately, you have only a 
few minute* to complete this task 
before the Mushroom spoil*, so 
don’t even talk to him uriless 
you’re wilting to head back to 
k atari ko immediately. 

The witch in Kakartko will 
give you the Odd Medicine, 
w hich you must return to the man 
w ho took t’ojiro. Give that to the 
Kokin girl who was waiting 
w here the sick man had been, and 
you will receive the Poacher v 
Ha w. And that’s as far as you can 
take the trading game at this 
point. 













THfc LKtitw Of CX ^iyNA f)f Pf^tCT CulDfc^l 


■Magic beans * Skulltulas 

There are two Magic Bean spots here in the Lost Woods, but on!} one of them, located at Point 4 r leads 
to anything! tf you check out the ledge that magic plant connects to at night, you'll find a Gold Skull tula. 
The one at Point 3 just sort of flics you around, revealing a lame >hort cut back to the bridge out of there, 
and. really, that's about it. Don’t miss the other new Gold Sktdjlula, mentioned below. 


r« * 




She Sacred meadow valley 
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ihf hark. 
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The Sacred Forest Meadow is fall of gigantic new enemies. Walking the 
paths through the hedges that used to be full of Mad Scrubs are Moribiins. 
era/ed giant goblins that w ill lunge at you. spear rirst, if you ever fall within 
their line Of v ision. These hits knock you back all 
the way to the pools at the end of each path, 
and unless you w ant to be smacked around 
some more, you'd be w ise not to gel out of the 
water until your enemy’s back is 
turned. When the Moriblins do turn 
their back, seize the opening and 
shoot them w ith your Hookshot, ILs 
the only weapon that can damage them 
from a distance, and it kills instantly. 

At the end you'll fight a Monbltn. who 
uses his giant hammer to send shockw aves 
through the Earth. He targets your last post 
t ion. so weave from the left to the right 
them, until you can step right past him. 

Don't forget about the fairy fountain in the 
middle of the hedge maze (it will come in 
very handy during this dungeon). And 
while you're up there, snag one more 
Gold Skulltula. on the wall to the hast. 


There i a b/l irHrrv to rite 
Minibiin. You tf hare f u 
t'.i'uvt' rapidly frvm the if f! 
n alt to the right teoft to 
dt ft fa hi* eSha i me d i h tit •> 










This maV be the first of the 
five temples, but if You're 
expecting it to be any easier 
than the other four, You’ll be in 
for a nasty surprise. A con- 
fusing pair of rotating corridors 
round out this baffling dungeon. 


Sheik is waiting at She beginning of this temple to teach you the 
Mmuel irf Forest, a catchy little tune that will warp you hen.' 
whenever you want. There's one w arp song tor each of the six 
temples, and this one's particularly useful, since you can warp here 
from other dungeons in stock upon fairies at the nearby fairy foun- 
tain, Not thin you asked, but according to my 1991 Webster’s 
College Dictionary , a “minuet" is a “a piece of music for a slow, 
stately dance in triple meter, popular in the 17th and IKlh cen- 
turies.'' Clearly someone at Nintendo owns a very good 
Thesaurus, 'cause all of the warp songs have similarly cool names. 
\ny way. Versus Books encourages you to enjoy a ‘slow, stately 
cfonce" in the privacy of your own home w henever this is played. 

Once Sheik leaves, f Pi 

high,, horizontal branch of the 
dead tree <vhi base to be f.iiily I 
lIovc. ami •. i. ■ . j " 1 1 know i. 1 

e eniHi.'i'i vvvn i!n- red :,.i 

„ V ’ 

~ hB % J0 

■ • I ■’ I ‘re I 

entrance stands, 


You can easily waste 
the tw o Wo I fo s ene- 
mies here by simply 
blocking until one strikes, then 
retaliating w ith a jump attack . 

Unfortunately, the Wolfos tend 
to be pretty defensive enemies, 
so this could take a while. 

Instead, you might want to u&c 
your block-crushing Spin Attack 
to get some easy hits, or simply Hnhk# tm* tot& m 

ignore them altogether as you „ V!f j fhings- that vr? utvatfu.-, m* i'r../p#r*r 
head up the ivv towards this w?, in, *mJ tthi* o iwi wu-fnii 
area's Skulltuta and Small Key. trva*wrv e texts. 


Sit/* j* f 







MIW 





The Nook shot reacts lo enemies in 
different way*. Sometimes it kilts 
them, sometimes it does just a hole 


damage, sometimes it sums them, Experiment 
often, ns you never know w hen you'll discov- 
er a great lip. like that the Hookshot can blow 
away a Big Skullmla in a single shot, regard- 
less of w hether its hack is tunned to vou or not. 


When you enter the Great Hall, 
head straight to the northernmost 
door, ignoring die doors to your left 
and right. As you near the door, look 
for a Gold Skullmla Fire your 
ee to kill it and again to retrieve 
the token. Enter the door ahead and get ready 
to block. 


HI ue Bubbles are the first of a hand- 
ful of new enemies in [his dungeon. 
They're invulnerable when sur- 
rounded by their blue (ire, but you can put it 
out by Z-taigetmg them, holding R to pull out 
your shield, and simply ramming your shield 
into the fire. El r 11 go out* giving you more than 
enough time to unsheathe your blade and cut 
the vkull in two w ith a jump attack. 


SLaUbs are among [he most powerful ene- 
mies m the game, but you shouldn't be 
intimidated, a* a patient fighter can beat 
these impetuous skeletons flaw lessly every time. The trick i> 
simply lo Z -target one (amazingly, the one that isn't targeted 
w ill simply wail patiently for the first fight lo end), keep 
y our shield up constantly, and wail Tor ihe Stalfos to 
swing his sword. As soon as it clangs against your 
shield* nail him with a jump attack. 

Don't w ony it it takes you a couple of tries to 
get the timing 


right, since 
there’s a fairy 

in one of the 
pots to replenish 
any health you 
lose while practicing, 
Kill both Stalfos and a 
chest w ill appear, containing 
the second of four small 
key>. 


f gm'> ;.v tfvtv "i hiimw ametng nitn ih* m 
StaSfvs. U' ih v n'/tisr to hum up *>n hhj 
wAeu ikmj have o*te of them Z-tar %eterf 
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Alicr vanquishing 
the Stall uv. return lo 
the < beat Halt and lake 
the door immediately 
tu your right. Ifs 
blocked by one of 
those strange blue 
blocks Eh Lit you might 

remember from 

Dampe's catacombs,,, Once again you'll have to turn to 
the Song of Time lo dear the passageway. 

The massive West Courtyard is 
linked via two different passages lo 
the equal I v large East Courtyard. 
There's a dearly visible Skulltula 




GRgAT HALL 

AND 

COU !{TYARDS 


1ST ! LOOR, 
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here, but you’re too tar away to get it 
with your Hookshot, so ignore it for 
How and instead turn vour Hook shot 
on the Skull wall Hi las roaming the ivy 
cm the east wait. When they're out of die way. climb up 
the ivy to the balcony, which leads lo a ihin corridor. 
Dispatch another easy Blue Hubble and you‘11 receive the 


Continuing past the 
treasure chest, you’ll 
find yourself in the bal- 
cony of the West 
Courtyard. There's 
another balcony nearby, 

and if you aim your hoobilol „*** apptar ^ 

Hook shot at the Lire el metal square* containing cirmlar 
above, vou’ll land right W*'v ■ttimervci thmuxhout nil of 
where you warn in be? ,he '™ ph ' i * 0 « eo ' B 
Hitting the switch 
drains the water in the 
welb of either courtyard, 
creating a passage link- 
ing the two courtyards. 

You have no reason to 
return to the East one, 
but visit the passageway 
so you eart at least snag 
the Ihird small 
key before you 
climb hack up. 


> * t- 
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Before you enter the 
door back to the Great 
Hall (which will lock 
behind you), check out 
the island in the north- 
easi. You can't swim 
across, but if you gel just 
the light angle, you’ll be 
able to latch onto the trea- 
sure chest with your 
1 look shot 1 1 doesn ' i con- 
tain anything interesting 
(a recovery heart! Oohfh 
hu l it is a necessary step- 
ping stone towards getting 
the Forest Temple’s fourth 
Gold Skulltula. which 
you'll now be within 
Hook shot range of. 

Now that you have all 
three keys in your pocket, 
it’s time to return to the 
Great Hall and visit the 
Temple's stone tow er. 


U*;hisn *jf- fcQXMn oilman a nf tm"* Fuq-bCT Outre 
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BASE fl.OOR^ MIDDLE pLOOF^ TOP pLOOK 


The box-pushing puzzle in this three 
level room isn't quite as complicated as it 
looks, The trick is simp!) lo follow the 
arrows, and when vou 


ff/wf Bubble* Ji'V'l 1 us X’*h.{ t n 
*AtrtR fttfm as the Stuff' * i#t\ .w r( ’ a 
gotni kko hr incapttcihMt ti ww bath 
fkJSnv }Vtt go jar the kith. 


can't push or pull any 
father, lo go out and 
look for a way to get at 
the box from a new angle, 
Returning to where the boxes 
were origin ally placed will 
sometimes reveal the ladder or 
passage ymi need to get around, 

On the top floor, you’ll light 
two more Blue Bubbles before >ou 
use the first of your three Small Keys 


;-a 




As you enter the twisted hallway, 
take note of the silver eye above the 

, This is the mechanism that twists and untwists the 
next two rooms you will encounter < although you can- 
not activate n yeti, Only by coming back later to untwist this area 
can vou get the Boss Key from the ornamental treasure chest stuck 
to one of the walls. 

A Cross the haunted staircase, ignoring the phantom paint- 
ings for now. In the room at ihe end of the hall you'll 
LA encounter one more Stalfos. w ith the added challenge of 
a pit in the center The Stalfos can't fall in the pit, but 
> ou can (you'll end up in the room on the first floor where you fought the first pack of Stalfos), so be 
care ful of a mis- timed jump attack. Kill the first Stalfos here and two more appear; w lien vou kill die 
<k "sc, Lry to kilt the other before his mate can regenerate. When bosh are destroy ed, 
appears: It's the Fairy Bow\ adult-era Link's new long-range weapon. 


- j* 1 IW Wj lb ► 
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r7?f /?rf Mfj idv /"J y.rrjf fuaf* ta l/ti 
firvl /hxrr, when xua cunjimtlir 
exp/are the timtrs an the Etui 
CimrtuirJ haicam. 


you need one 
more key 
t to make 

k it down 

I the 


UvtTIl -’d 

floor, hack to Ju|k 

pick one more up. First head KawT 
hack to the Stone Tower area, ami use your Jp** 
bow to sbool the eye above the door that 
leads to the First twisted hallway, It should 
now untwist, and the 


room at the end of the 
hallway contains the 
Boss Key chest. tKill the Wall Master before you 
claim, the key or risk being sent back to the beginning 
of the dungeon.! Once you've pocketed that drop 
dow n through the pit on the floor to a room contain- 
ing two Blue Bubbles. Kill Kith to open the door, 
and you'll find yourself in the long balcony you 
couldn't previously get to in the West Courtyard. 


Armed with a 
bow. Link can 
now extermi- 


S' 


flute the ghosts that haunt 
the two stairways immediate- 
ly east and w est of the room 
w here you fought the Stalins. 
To hit the ghosts, you'll 
have to lire at the paintings 
from as far away as possible, 
before the ghosts notice you 
and run aw ay. There are three pic- 
tures m each room, so make sure you hit the 
ghost at all three spots. 

Once they've been thwarted, the Ghost will 
reveal herself as one of the Poe sister? and wait 
for you by the door to the Stalfos room. Fight Iter 
using the same basic tactics you used on the 
StaHbs: Block, then do a jump-slash attack as they 
reappear. 

Each Poe gives up a chest when it’s killed (a 
< oraptis* and a Small Key, respectively), 
and lights a torch in the Great Hall. When 
all four are lit, the path to the boss will 

open. 


3 m 










Your next slop is the 
rooni just south of the 
one where you fought 
the Bubbles, which is 
guarded by a single, 
angry Floor Master, The 
Floor Master (sounds like a 
crappy piece of home exercise 
equipment endorsed by Sally 
Siraihers. doesn’t it?) is one of 
those stupid hand- shaped enemies 
that pluck you out of dungeons 
and just generally make hie suck. 

Phis one can't teleport you any- 
where, so just wail for him io 
pounce (toe'll turn green), >taml 
aside, and then stab him w hen he 
returns to normal color, lie'll then 
split into three little floor Makers, 
each of which can rum back into a 
big one if not killed promptly. 
Since I’m not much for taking 
I chances, I like to wipe 'em all out 
I al once w uh a quick spin attack. 


you step out that 
door in the balcony 
returns you to 
Stone Tower), care- 
fully step off onto the little bridge 
of columns and w alk it) the end of 
it. Now you're at the perfecl 
ranee to kill and capture Skulltula 
number four. 


lake the 
to the 

Stone lower, head 
to i tic middle floor 
balcony and jump around 
Til you get a dear shot of 
the open eye. Use your 
bow to pop it in the pupil 
(tbafs a really depraved 
switch eoneepL now that E 
think about It] and rev cal a treasure Chest lull of arrows. 


Dash through the second fl on r until you get 
to the previously locked room at the end of 
the second tvs isty area. Inside, you'll and 


another eye svviteh. this one frosted with a thick sheet 
of ice. I hi vpe y ou ' v c been prac i i ci ng you r mark smam 
ship, ‘cause you're going to need to shoot an arrow 
thnmgh the fire in the brazier into the center of the eye, 

from a lop a mov mg 
platform 3t“s pret- 
ty forgiving about 
aim (you can flip 
the switch even if 

you just graze the tips of the tire and ice), but 
you'll need a steady hand to even make it into 
the ball park. Hitting it twists the hallway lead- 
ing to this room, allowing you to drop daw n the 
rtow -accessible hole at the end of the corridor. 


You’H land m a room wiili a failing ceiling puzzle. Just pay close atten- 
tion io where the gaps are (watch out for a nasty Big Skulltula hiding 
• above the second gap on the right), and take your time as you head for 
the 


sw itch that unlocks the door. The chest contains another arrow 
refill, so don't go out of vour way for a if your quiver’s already full 

Beyond that hides the third of the four Sisters. Shoot her painting to make a 

falling block puzzle appear, then push and pull 
the blocks to assemble a 
picture (note that one of the 
blocks is not used). Run 
out of time and you'll have 
to stan over. Win. and 
y ou’ll light Poe Sister P 3. 


/ Jrvr'. ., 
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Evil Spirit From Beyond l "!” 5 " r * !°™ ™ LiM T 

— . r and his steed charge down the paths 

UU A MT XA A KTAKT iw .o paintings SLmiilianeousIv. One is 
ri lAJl I viYl VlTVllVJXai] illusion, and the other is rad; the 

real one appears slight K brighter, but until you get 


/ ^ 


attuned to this subtle difference, the only way you’ll 
be able to tell is to notch an arrow and hold it on one 
of them. If the horse turns back at the last minute 
you’ve guessed wrong, and since there’s no way 
to gel a hit in the lime left, run to the edge of the 
platform where you’ll 
be safe from the 
attack, and return to the mid- 
dle afterwards to tiy again. When 
you do locate the right one. 

Gallon turns w hue. > , >MtintMs it 


Ymt can get iMervxtitig remit* 
using i our Super Spin Sftnn against the 
II t an rot loci iJw ht/its at an 
speed that V ha nf to tffxJgr, 
damages liantm afienvanh. 


/ «W 


ffifi're almost ahv . 
safe at (hi.- fur etfge of 
tht ftffiurr room, n vn 
when it's this close 


The door that opens when you defeat Amy leads 
right back to line Great flail, where Meg. the 
I_l fourth and final Poe sister awaits, Sht h s a bit 
iriekier than her sisters, creating three illusionary 
selves and sw irling around you. If you don’t find and 
| kill the real one quickly, she - ]] naii you in the back and 
recreate any of the phantoms you've dispelled. When 
Meg appear*, the real one funis around once, then 
they aft start lu circle you, f ight from overhead view, 
not first- person perspective The bow works best (the 
Hookshot’s also okay ) and you really don’t need to 
worry about tramp, since many of the phantoms leav e 
arrows behind. When she falls, die fourth torch will 
light and the elevator to the bottom floor wilt appear. 


Grab ahold of the big white w all that juts out of one side 
of this octagonal room, and give it a hearty push. 

One counter-clockwise rotation will reveal the 
switch to the gate in front of the Skulltula, a 
second will reveal the switch to the gate 
blocking the boss door, and a third will 
reveal a Big Skulltula. a chest {containing 
and the Gold Skulltula itself. One 
push will put things back the way 
they started, revealing the now -open 
path leading to the boss, 


mAthe Legend op nmwv r.« ocakjna of Tiiwt™ rtnyttr cun it 





(contwued from previous page) In his second form, Canon fires magical balls that you 
can reflect hack at him with a well-timed slash of) our ow n sword. He can reflect them 
too, and if you stand lar away sou'll end up playing tennis with him for a minute or vm> 
before the bull finally detonates. When it does hiL he'll he stunned, and you base a brief 
opportunity to jump at hint and cut him into ribbons. The besl strategy here is to stay as 
dose to him as possible, and when he spins his staff to begin his bolt, 
sian slashing! y w ildly. You’ll reflect the blast as soon as it's fired, he 
won't have lime to reflect it back, and you'll be so dose that you'll he 
able to get lots of extra hits off him as he falls. 
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THE PRELUDE OF LIGHT 


When 

Canon has 
been vanquished 
and the temple cleared, 
you will automatically 
/ he returned to the Sage 
room lo talk with 
Sari a. the Sage of the 
Forest. She will give 
you her Medallion and 
"'add her power to yours.” You now 
have a choice of either the lee Cavern 
or I ire Temple, but first you should 
return to the Temple of Time. There 
you will learn the Prelude of Light, 
an Ocarina song that will transport 
vou hack to the Temple whenever 
you like. Sheik will also leach you 
how to go back in time, allowing 
you lo attend to any unfinished 
business as young [.ink. arid 
attempt the Bottom of the Well 
dungeon if you so choose, 

PS,: A "Prelude” in this con- 
text is "a relatively short, inde- 
pendent instrumental composi- 
tion, free in form and resem- 
bling an improvisation,” 


K a 


& 


Gold 
Skuutuia 


A iter defeating Phantom Canon, vou wil 
Forest, where a new Deku Tree ha> sprouted 
from the grasp of the monsters that 
had infested it, and returns it to the 
peaceful city you knew as a child, 
blow you cun use your Hookshot to 
go grab the new Gold S leu I hula, that 
exists m Kokin Milage i adult-era 
only ) in back of the Twins’ house. 


he returned lo Kokiri 
His growth frees Kokiri 
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Okay. I km nii Lake Ifylia really isn't nr) like way to any tilling, 1ml 
I suggest you take a trip down there bdbie you head up the motrn- 
tain, so you can gel. this game’s hidden 1 3th song; Ihc 
Sum . if yon remember Ihn 1 song you played hr r Bonoom I Ik 
S carecrow as a child (see page 51 j, go chat with him and play it 
again l it yru Inrgnt r ,r *mm h~“- _ 

go hack in time and play him a I ___ ™ 

new one), Wltatevcr song you 
played will ho set as the I J*, 

something cas/to remem her IT ^ ^ ^ w g 

(hut w Pth at least two d ilk- rent JJ ® iT c ^ G * e 

notes). When you play I his song , . j x j J , *7 

i . “ iv: „ „L l» ‘.I'lf !i IWTlfrlNKI '.’ih-Wi.'ft. I am ti 

ill certain Intalionv. I itrre ithe tr mfM*xrr Imt tfl M 

[lines scarecrow I will pop up, twfu-t tun^ it nut um' tm **»*# 

lie diseskl ck» or say any thing - 

yourself up 1 1 

you don’t get this song mm. you r ] Lj] 

don’t stand a chance of getting ji- ^ V* f 
all the ( jold Skulllulas in die .**T ' ‘ 

Hire Temple. * -.1 BE — 


(he entrance to trie lire temple 
is just past Darunias room in 
Goron City. You can shortcut 
directly from the Lost Woods, 
but since there are a couple of 
hot secrets on the way, we 
surest Vou take the scenic route. 


On your way to Deal Is Mountain, take a detour 
in Kakanko in give the new rupee- shooting 
game a shot. Now that you’ve acquired the how. 
a perfect ten w ill w in you the lirst nflwo l :irj. ■ 

■ ir -■■tus, which increase your arrow carrying 
capacity by ten (if you hail played il before. you 

would live ■ 

won a purple 


Or vhillerigt: cm# of Ihgie dungeons |irsk 


game’s a lol more difficult that it 
was with the Slingshot* since the 
order ul’ the targets changes ran- 
domly. You’ll need good reties- 
es. not just memorization. 


If vou planted the Magic Plant near die 
entrance lo Oodoiign ( avert*. you'll have a liv- 
ing I lower that will take you to the , trl ;'i-. i 
on the ledge above the dungeon entrance, II you 
didn’t plant the beans, you’ll find adult Link has 
enough jumping range l o make it barely it he 
jumps from above. Speaking of Heart Pit . « % 
you should have 511 SkuJIlula lokeiK hs now, sit 
go gel the one at Ihc Skulliulii House! 


: , — n’ " 

| lee Cavern 
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INK, Op THE GOl'lpNS 


f lxcept lor the blacksmith, Gorntn I'ity 
sterns deserted, Hul don't ignore Ihe young 
t port m ml I iny around on die middle IliHir. 
Mutli like Hutruddcf tiomn, you'll need In 
del oil lie a bomb in hi^ palh in gel him lo stop. 
Since liming i bomb can be tricky, it's easier 
J in sie a short distance away from the bomb 
flowers and sbool them with an arum right w hen 
he passes. Link (!| of tile (rnrntis will stop Ills 

mllinji uimJ. :.lkf j 

a hu ol conversa- m - i 
( ion. gives you 
the Cf<iruii Tunic 
that protects you 
I min the heal in 
the (tea 111 Mtum- - 
lain ( rater, pre- 
vents you from \ 

„ ■ ■ f knit nift.il itK' Heir ,VAm If ink* an lln- 

cate li my on 1 1 re. fHK k ^ ifh , Sp ^ lilul f ^ ifFl . , 
ulid makes you 

cooler -- *, / & _ 


TULA. 


Thanks in the Sony tn I Storms, 
you can finally unlock the mys- 
tery of that ring ol stones outside 
of Gomn { ity. Hay it nearby 
and a hole will appear; drop 
inside Ibr a Huge Rupee worth 
2tHf bucks. Don’l know w hat lo 
do w ilh your newfound weullh? 


look 

k Jl 111, LI I 

^ w your basic greens, 

' r TL h,™i _ Alter you la Ik lo 

M him, Darunia's 

I 1 I room and Ihe 

shop w ill open, and you can enter a new part of the 
Itealh Mountain Crater hy pulling aside the statue in 
Darrin ia/s room. 


N. Ckathk, 


Well, you could use il u> buy a 
Giant's Knife! The Gomn 
blacksmith has finally finished 
Ins hide project, and it costs 
cxaclly 2fK> beans. It's a Iwo- 
handed sword that docs double 
damage (compared to the Master 
Sword l and with a much longer 
range You can't use a shield 
u ilh il, hui it’s a great weapon... 
I vecpl Ibr i he I act thai it's poor- 
ly made crap that will break 
after 3 or 4 hits (although Ihe 
remaining hit of sword still does 
l k mbit da m a ye So il \ actual 1 y 
kinds lame, bm you might want 
to grab one Inf boss lights. 


With your Goron's Tunic equipped so you can 
stand that volcanic heat, aim lor the Lop of the 
bridge and hook f 
across. t)n llic j 
other side. Sheik i 
is waiting to 
leach yon ihe I ire 


Temple warp song: fhe Bukin of i ire. You 
know 1 can't resist Ibis one; a Bolero is w (lhe 
music lor| a lively Spanish dance in iriptc meter.'’ 
I hat’s a pretty cool word, and I encourage you to 
seize every npport unity lo slip il into casual eini- 
vefMition. especially when the conversation turns 
lo lively Spanish dances in triple meter. 

Anyway, the hire Temple is just ahead of you. 
hut firsi we ll take a closer look at the Death 
Mountain t niter. 
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The Fire Temple is long but 
linear, one o[ the few dungeons 
in which it is difficult to get 
lost Its prize is the red rock- 
smashing Megaton Hammer, and 
white it may not be hard to 
find it wont be easy to get. 


You eari dearly see a lltiiii 
Piece atop one oi the volcanic 
Cories, bill llic re ’s no way you 
can gel it w ilh your llookshoL 
of tin: trickiest 


This is one 
Heart Pieces lo figure nut. so 
you'll ha\e lo do n hit of time 
iw isting if you want to grab it. 

Warp back lo the Time 
Temple, and from there return to 
your c hi I dht hkJ . As a ell i Id, p I ay 
the Bolero ol f ine, and you’ll 
find a Magic Bean planting spot 
right near the warp point. Drop 
a hug to grab your Skill tluki and 
plant the bean, then warp hack to 
adulthood and play ihe Bolero 
again. Now you can take the 
plant directly to ihe lieim Piece! 


challenge one of ihfitf dungeons [rsl 


.TULA 


Jlw iiiiff j rttiit r my fmey tinit-yuttft- 
ffty’ ifcntMifiaiB fu fiii k* 
on iftc ftkrtftirm thettPif, , 4 /f it ktkt •* 
fi if writ fun** t r Krrv **} ti*™. 

,n tmifti i tmtffy Amx - 1 M - 1 r 

t*irmr* «*f hr m-n nt fftir. t •* 
VltfliFUttkth'fv. tin t 4 : ittti ttum; fr*t 

mhfl ■'i fitti* iAiii ji then.-. 
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A Run back to that first passage way and 
List: your key to on look the tlimr to the 
right Ignore all the junk in the middle 

/0 of the massively chaotic room . ihai iiil- 
lows and go Hake whatever mine you 
want) directly to the little alcove in tin? 
jf. South. You’ll see a discolored patch of 
J \ J S wall where you can plant a bomb, and 
behind it is another (inrun xxilli another 
Ky y Small Key, Then head up to the 

^ North alcove, where a third Gomn 

with a third Small Key awaits. Free 
him, and then go back out the way 
L j p - you came and play the Song of 
I Time to move the blue block 
above the passage. It will 
$tm lower, giving you a step up 

iJP^ to Point 3 , 


j? 

-fW '* 


v , When you enter, you’ll be attacked hy 
”7^ *i bunch of spinning floor tiles, so wait 
, . patiently and cut them down as 1 1 icy get 
— near you. Use your bow or 
bombs to kill the ironically 
named I ike Uke enemy from 
afar I flic gets his mouth around 
you, he’ll eat your shield and 
tunic (temporarily )! Behind him 
^ is the Skulhula. 


W hen you enter the 
temple, head straight to 
jjki the left upper door. 

jl where Danmia is 

wailing. Listen care- 
fully : i f you can T ful til I 
^ vour promise to him to save 
the Gorans in this temple, lie 
may nexer dance for you again, 
Begin with the one in the 
southern comer of this room, 
Hit the switch to open his cell, 
and grab the Smalt Key he 
leaves behind. 

■ jvW I 


| : IRp TEMPLE 
LEVEL If- 


uutp.s tire 


i'H' Jitngcttn 
\ otultfuit hf 
i> f the mutt t.\ 
’fail. 


A 

A 





a Grab ahold of ihe 
j3fc fence liiu! carefully 
elmih lo Iht; two UllI 
areas on the top. 
The Skol hulas here arc 
hopped up on cold medicine 
or something and won't notice 
you until you're only a few feel 


Firsi things first; 
Push the block over the 
edge to the east, and 
then drop down and 
putt it onto the face on 
the floor. Use the block 
to jump up to the plat- 
form above the switch, 
andl drop a bomb near 
the switch (you could 
also use a very carefully 
placed Hook shot shot I 
The bomb’s detonation 
w ill flip the switch. gi\ - 
ing you plenty of time 
to climb to the top. 


away, so sou can kill 
them easily before you 
approach I hem. Drop 
down to the plat Ibmt 
with the block on iL and 
push that block over the 
edge in id onto I he fire 
hole below. Now jump 
on lop of the block and 
lei it lake you to level 


The bizarre maze of rock 
islands and rolling boulders I hat 
you enter looks intimidating, but 
it’s pretty simple if you keep 
your cool. Everything you want 
is located on ihe outside wall, so 
pick a direction | right or left) and 
run around the perimeter hug- 
ging that wall, deviating only 
when necessary to dodge boulders. 
You'll eventually come across a 
sw itch that frees a Goron (netting you 
a Small Key), and an unlocked door that 
leads to a second Goron and Small Key. 

Only l hen should you pass through the 
single locked door in the Northwest comer. 


ftw may hti\y ht muky u futi ein urt 
tirnnib/ f tu* rtWffl U* fimt hath C*»nm 
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A The locked th>or lakes 
you to this small eircu- 
^ ar mom damped 
between the third 
Root's tw o huge U- 
shaped rooms. You 
can gel into I lie other 
one (Room #8) by 
opening the locked door ahead, 
hut if you've already cleared the 
forest Temple and scored the 
bow. you can take a shortcut to 
Ihe _n.m Map first, Fire an 
arrow at ihe eye above the sealed 
door to your right. The sealed 
door will open, and you cart 
walk righl into this little alcove 
and grab the map. If you don’t 
jet possess the bow, you'll have 
lo take the long way around, by 
going around to ihe Northern tip 
ol Room #K, and then climbing 
over the gate to the alcove. 



At the end of 1 his room stands a door 
l hat leads you to the lop of Room 7 
(Point y>, and ihe gate lhai conceals 
the Dungeon Map, Has?, on the locked door in the 

west side for 
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now (you can 
gel up there b> 
jumping from 
the spot show n 
10 the right) and just run to the North, pausing 
only to climb atop the posts to seek refuge from 
the inov ing wall of fire. Get the map if you need 
it, or head through I he door to Point l ). 



A f\ f \ Now you're back in 
ihe boulder maze, but 
on the lop level. Care- 
fully jump from platform to 
platform, lest you fall and have lo go back all the 
way around Keep an eye out lur the rolling 
boulders, since they are (all enough to knock you 
out of long jumps. 
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One of the 
first platforms 
has a suspi- 
cious looking 
tear in its roof. 

Set a bomb on 
top and drop 
on down to 
save the tiomn 
that was 
locked behind 
the gate in the 2nd floor Climb back up and 
jump to the sw itch that w ill free the other (inrun, 
and then jump over to chat w ith him (it's a long 
jump, but doable). Beware of the Torch Slugs, 
since they can knock you over the ledge if you 
mis-time your jump. Its belter lo be sale ihun 
sorry, so use your Hookshol to pul out their 
flames from afar and negate their threat. 
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Another thrilling installment 

of the Adventures of Pierre! 
i i When you enter the lop level of 

‘ ■' the maze, look up and to your 

right In see a very high, very inaccessible ledge. Give 
Pierre a jingle w ith your Ocarina and pull yourself up 
there with ihe Hookshol. You'll gel one Gold 
Skul hula right off the bat, and the next one is against 
the wall behind the pit in the next 
room. This room also has an 

optional pu/zlei You have lo 

hit ihe switch to dispel the 
lire and make it to the chest 
in time, something that's 
impossible unless you Hook- 
shot up the sleep incline lo 
save time (the placement 
takes practice). The prize is a 
Huge Rupee (worth 2(KI >. 
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two keys saved 
up, head back to 
Room MX and exit through die 
locked door on the west side. 

Alter a slum hallway, you’ll end 

up in a backwards C -shaped room 

lull oT Hanie curtains that catch fire to block your 

progress when you yci near them. Your goal is [he 

door in the Northwest comer, hut you won"! be able to 

gel there by going around to the North, 

The only reason to go to the North is to gel the 
Com pus. 


which Is located in the alcove in the 
\ Northeast. Walk slowly and carefully to avoid the fire 

I. m ^ - I ctlllailtS mid boulders, and you’ll find the door on the ■■ _ . 

outside w all. But beware of the "door" opposite you: It seems to lead to the small room 
within the C, but it's just a decoy, and if you get too close, il wifi bile. 

Now go back to the door joll entered from* and go to the South this time. You'll I 
come across a locked door (a real one) where you can use up your last key to gain entry ^ 

to the central room. ' ' . . 1 

■n_ 3 _ .. ;n *.,i , W'J'v use a famf) in hfau 

This room Will take aWlt y door and reveal the rvot 

you to the otherw ise * w behind a. 
blocked (by fire 
curtains) North side of the room. 

Weave through the curtains until you find the 
switch When you hit it, you’ll have a few brief sec- 
onds ui make it to the door in the Northwest, so try to 
memori/e the placement of the fire curtains so you can 
avoid them in your dash to the door 


tow "It htnv to igmNY the trapp'd litwrm at vnrcnw the pait^- in thr nutter 


of thin itMitit, He It c khk Na i' .tiff' him w*<an, 
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The room beyond the take door contains a single Flare Dancer. These guys are 
tough and fast, hut they have a glaring weakness: They're powerless without 
IAJIA t heir llaming clothes, and your Hookshot can rip that coat of 11 a me away as fast 
as they can put it back on. ^-target him, use your Hookshot, and then go in for 

— * the kill with your sword. You can't outracc him, but if 

r 1 you go around the lire pillar the opposite w ay that he 

does, you can usually get a second hit off of him. 

When he dies, the (laming block turns into an ele- 
vator that w ill lake you up to the 4ih floor. There’s a 
gate up there you can use to climb up further, but first 
M you' It need to hit a switch to extinguish the Haines that 

/ _ are bloc king it. Unce again, your options arc dropping 
* ] Q \ a bomb or a well-aimed Hookshot shot. 




lv /Ae Fiore Dttnci’r get\ 
hit he chores coion 
Thin make* him fatter 

hut not enough 

to ovoid \our Ihnik^ifot. 
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The lifl Lakes you up to yet another massive. Kecsc-in tested room, The chest sur- 
rounded by llarnes contains ibe VI e« at mi llymnur. You have a very limited 
Jk amount of time to yet lo it idler you hit the switch, and there's no way you're 
going to make il if you lake the easy way along the outside. You'll ha ve to ran 
on the inside ring, and if you fail towards the middle, you'll end up hack at Point 10. 

fortunately, the platform gels wider as you run. making il easier 
further down the mud. When votr get the hammer, use it to smash 
the block with the face on it (on the west side of the room}, and 
drop down tine hole that il leaves behind. 
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I fie hammering continues! 1 1 a miner aside 
[he weird idols blocking the door in die First 
A / room, and then hammer I he elev ated block 
■■ with the face on it in the next room to open a path 
down below . Grab a box and leave il on the blue sw itch to 
gel into the next room, where you 11 need lo hammer 
another hit block. Close lo where you land will be a 
rusted switch, and guess what item yon use here.' If 
you guessed “hammer,” you* re right! Cio on in and 
play the Song of l ime lo lower the block. Lise 
il as a step to gel to the other side where you 
must hammer the other sw ildi lo free the 
last Chiron and get the last Small: Key. 
I hen go hack up and cult the dtJOf on she 
other side, where you can use your hammer 
to hammer the lop of the giant pillar that will 
now fall all the way down to the room where you 
met Domnin. When you're done hammering every 

damn thing in sight, 
pul aside your ham- 
mer (just for a sec- 
ond) and jump 
dow n the pit where 
thc pillar once w as. 
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Br iss Key. Return 
to where you me! 
□amnia, arid jump 
across die lire pit 
(possible now ihat 
the pillar is down) 
to face the hoss. 
Volvagia. 


Return to the main en I ranee, and hammer aside the statue on the right Hey ond is a series 
of enemy- filled rooms, and you*ll have to kill them all to continue. There’s the Iasi Kkulllula 
here, behind the l ike L ike. and at the end of ihis liule loop you'll find Ihe hist Cioron and (he 
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Subterranean Lava Dragon 

VOLVAGIA 



y - 4* 1 1 -**♦*””" - *10 1 Volvagia isn't so much a fire-snorting dragon as he 

< . ■ > f ' is a living, breathing Whack-a-Mole game. I mean. 

• ' come on. the Gorans used to live in Tear of this guy* 

^ Grab your hammer and smack Volvagia on the bead a 

* T ^' >1 couple of times and all you'll have to worry about is 

how to keep this "Subterranean Lava Dragon's 
* brains from gel ting all over your shoes. 

Okay, may be there's a little more to it than that. but 

I **** 1 1 0im 1 not much. Wail for Volvagia to poke his head out of 

one of the holes* then run up and nail him. You can even do the double damage jump attack with the hammer, so long 
as Link has it in his hands before you hit the A button. One hit will knock Volvagia down and the next will deal dam- 
age. but there's no reason to sw itch to your sw ord for that, since the Megaton Hummer more than does ihc trick. 

Vt hen he hursts out and flies around, just keep your distance. You can’t hit Volvagia w hen he's dying, and as long as 
you stay out of his way he won't specifically target you, Ohv iously you should run away when the volcanic locks start 

falling, hut other than that, you 
can pretty much ignore him. As 
he starts taking damage, hell try 
to trick you by quickly moving 
from hole to hole before he pops 
■k his head up, but as long as you 

don't get excited and attack 
** before you have a clear shut, you 

should have plenty ol time to get 
a whack at him when he finally 
- * does show 
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I<ETUR|M TO DEATH MOUNTAIN GH^TE^ 


Now thiH you have the Megaton Hummer, you can 
destroy all of the red volcanic rocks lhal are scattered 
throughoul Death Mountain and the Death Mountain 
Crater, The ilrst* right by the entrance, conceals a pit 
hiding l>eku Scrubs that sell Dektl Nuts, Arrow s. and 
Bombs..* Umnim... Yeah. Well* some of the others 
hide Ihr more interesting surprises. 

Don’t forget to smash the rock at the edge of I he 
ledge that links the two sides of Death Mtn. Crater! 





Of WISDOM 


The blocked cave near the entrance to Damn la's room in Chiron City on the olher 



side of the bridge to llie left contains another Great 
hairy Fountain. This Fairy won’t teach you any new 
techniques* but she will double the size of your Magic 
Bar, allow iug you to ea*t iw ice as much magic! With 
a double si/e magic bar and the preponderance of 
Magic B o ttles Link finds as an adult* you Ye free to 
'j£*s*** I fre- 

^ * f* . i quently. Lie on the 

f ■ -- — ^ 1 look out lor sjiois 

Farcwt’s 


where 
Wind might be use- 
ful. and use Din's 
Fire frequently in 
the upcoming ice 
and water dungeons. 


BICCOR0N 

If you leave Death Mountain 
(Taicr from the South entrance 
tihe way you used to enter as a 
child)* you’ll meet Biggoron, a 
blacksmith and brother to the 
guy who makes you the Giant Y 
Knife. Biggoron. is a far belter 
blacksmith* but before he can 
make you anything you'll need 
to bring him something lo work 
with. After the Water Temple, 
well do just dial. 




There are tw o SkullluJas you can pick 
up on your w ay dow n she mountain, both 
of which like to hide behind Volcanic 
rock. You can use your ears to find them 
at night* and then smash (he nicks shat 
cover them to get a clear shot at them. 
One ts in l he area where you used to get 
pelted with Volcanic rocks* the other is 
right near the Bomb riant you used to 


blow open the entrance lo the Dodongo Cavern. 


As you continue down 
the mountain* lake I he 
opportunity to try out 
your new toy on the 
Tek tiles. As they demon- 
si rale, you can stun some 
enemies just by swinging 




your hammer against the 
ground! And if you 
swing it al the Tek tiles Lf. 


directly, you’ll 
kill them in 
one carapace- 
s m a s h i n g 
blow. It’s not 
(lie most useful 
weapon* hut it 
is a lot of fun. 
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There’s a cold wind blowing from 
the home of the Zoras, and a 
thorough investigation of that 
area will reveal the new ke 
Cavern area. Voull need to win 
this brief dungeon's prize before 
Vou challenge the ’Water Temph 


Fire Temple 


YlhTIL pass three weti-hidden SI. u Jim las an 
your way tu Zora‘s Fountain. Ignore your 
Magic Flower and opt to walk in sic ltd, or you 
may miss some of them, 

The first i 


shortly after 
you jump to 
the other side 
of the river, 
location in the shot 
auto-map shows 


Go lo the 
below (the 

clearly sphere we are), and look 
up to the top of the w all. 

The second is smitlyrK hidden, Play i , 'wr Swrp iff Storm. 1 - m ifrts {Hunt 
and you can see him ii you look m Zwa i River m rmvai & pn cv/unitt* 
to the Northwest in the area right tft x Scmhy / / •■-vir nw tk-v 

n‘U r buf l Jtmbl wm rvuUv t uvT. 




before the natural hridges at the 
end of Zdra’s Kiver. 

The third Gold Skulltula is in 
Zara’s Domain. Go 1 st the lop of 
the frozen waterfall (as you 
would if you wanted, to play the 
diving game}* carefully walk to 
the edge, and look lo the wall to 
voiir left i it must be at nijihth 









of 

HEART 


ClearK something has gone horribly w rong in the Land of the /ora. 
King is encased in a mysterious block of red ice, Jabu Jybu has 
tied to warmer climes (or got frozen into a giant fish stick)., and 
Zorn's Fountain is now full of icebergs. 

That’s good news lor Link who can now jump across them* if he’s 
careful not to slide off the ice or tip the bergs by putting too much 
w eight on one side Your best bet is to run and. j ump quickly to avoid 
those potential pratfalls: First straight across to the easy Heart Piece 
on the east* and then to the entrance to the Ice Cavern at the North, 


tAbowt ft o ptwihfe to 
l purchase blue fire emriy 
|wjJ miv* the king before 
) ' m t hi tlfengc (hi ■ l ji - 
I era, but them s mu much 

l/MrCCf. - M II 

The jump to the ice 
Cu mm> a a long one. 
arm/ ytw mm need hi puff 
htMfrxjf up the hat hit, 


#=r 


The stalactites and stalagmites here can be 
cleared with a swing of Link's sword* but you 
t can’t do anything about the blocks of red ice 
unless you brought your ow n blue fire from the potion 
shop i which is a total waste of money). 

The first room contains three Freezard enemies* 
frozen statues chat can freeze Link solid with their icy 
breath. They’re 
vulnerable to most 


weapons, but getting close enough to hit them can be 
difficult on the icy floor, So use Din's Fire to clear 
them out whenever you have M P to spare If you run 
ouL you can always get refilled by the Great Fairy 
back in Zona"" Fountain, or just use your Song of 
Storms in the center of the room {where Navi turns 
green) to summon an HP and MP-refdling Big Fain-! 


Hwt 


If you mis-, 
sptmting ice Mattes, 
Mid uirv about to be hit, 
just perjirrm a mil. 

The biotic HI lift) right 
through %vu. but r lt Hi 
i f lake damage. 
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There are ihi\ e Gold Shut (fittas in tm 
lee Cavern, and the tint is in plain 
sight, an the waif of this mom 
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This area introduces a new color of rupees: 

Silver. They have the same value as blue 
rupees* but whenever you see them, you know 
the room you're in has a door that won’t open 
until you've collected every rupee, 

A couple of them are near the axis ofthe spin- 
ning ice blades, an annoying contraption that, 
mixed with the icy floor* requires extreme caution. 

But remember that you can always roll to negate the 
damage of being hit by the blades. 

In addition to the rupees that are irt plain sight, one 
ofthe rupees is hidden behind the three blue stalag- 
mites in the comer, and another is suspended in mid-air in the Northern part ol the room. 
To gel that one you’ll have to climb up to the sealed door* and jump off the edge. 
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Take your blue tire bottles out 
to Room. and empty their 
contents at the two red. ice- 
blocked passageways on the east 
and west sides. Take the east 
passage to Room *4 for now, 
There you can pick up a number 
of treasures and till up on blue 
fire to use in the truly challeng- 
ing Room 45. 

JPUL LiflUll, 


Tht.' Freezanls JHay htM to be ml obstacle Ottf t/y in clifttft rite high 
ici tedfers, but yon can tmikc lih'tf J on t ts\ef fry mitt# them i A* ftnokshal 
target* Link will he putted up tv the higher level, i 'he Freesani wilt be 
stunned and xau can express ytmr gratitude with the blade ofymtr 
1/iwIlt Sward. .4* far ifm- Keene, uu i net fo»«- /(you vv got it. 


V*« 


The third room 
is infested with 1 
Keese, many of| 
whom fly into the 
blue fire in Che cen- 
ter of the room to 

gain the ability to freeze I -ink. Since being frozen is 
even more annoying than being set on tire, make wip- 
ing them out your first priority, 

Kill the Freezards next, or use them as Hooksbot 
targets to pull you up to the high pillars if you ‘re haw - I Bj 
ing trouble jumping on all of that slippery ice. Your 
goal is the blue fire in the center of the room, 

Empty out at least two bottles if you can {this area 
has no boss, so you don’t need too many fairies), and 


dip them into the blue flames l lie bottles will till 
with the blue tire, a mysterious substance that melts 
red ice (3 guess there is a certain sort of logic there, 
since red lire does melt blue ice). Use your bottles to 
melt away the red ice on the chest (which contains the 
Dungeon Map) and the fan {which has fifty rupees), 
and then fill 'em both up again before you head back 
to Point 2 . 


r 7^ r r 




Room P4 is completely 
optional, but you’d be a 
fool to pass up the moun- 
tain of treasure in this easily 

• accessible room. 

, ^ Ktnst of all, there's a pil- 
lar of blue flame right here, 
u hich you can use to melt all of 
the red ice in this room and as a convenient fill- 
up '-pot for the rest of the rooms in the Ice 
Cavern. Then there’s ihc Heart Piece, some- 
thing you rarely see in a dungeon, encased in red 
ice. and (he Compass on the other side. And if 
you look carefully around the perimeter, you’ll 
find a Skull tula craw ling near the ceiling ncsi to 
the Heart Piece. 

Grab your Token and then head \^est from 
Room 2 to gel to Point 5. 


Th e A e Cavern, 
tike tfh Bottom 
tif the lie if, is it 
"sub-dungeiw ” 
unit eontains 
only three Gold 
Shtiltulas 
There V also m 
Boss, no Bass 
Key. and mt 
Small K fry 
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After you 
disintegrate 
the barricade 
of Red Ice (one 
bottle emptied between 
them Vi ill melt them 
all L all that stands 
between you and the 
Inin Bools is j single 
W h i le \\ o I tbs, I . i ke the 
smaller Wdlfbs. you can 
back or side flip away 
from his. sw ipes, giving 
y - l>li a free shot at his 
back ns he rcCtners- 


This level is an 
old-fashioned 
box-sliding puz- 
zle. with two 
separate goals. 
First, push the 
giant sliding ice 
cube to each pil- 
lar so you can get the 


si h er rupees on lop of 
them, If you mess up 
and the cube gets stuck 
against a waif just slide 
it into the giant pits in 
the comer and a 
replacement block will 
appear, 

One of the rupees is 
in the red ice in line 
alcov c. so you H need to 
get some blue fire if 
you’re out And when 
you're up at the blue 
lire point you can play 
your Song of Time to 
make a bridge of blocks 
appear. You Can Use 
them to get the red 
rupees that arc too high 
to gel otherwise, but it 
won’t help you collect 
all the silver rupees, 

When you've got 
them all and the door 
opens, you'll have to 
pu^h the block to make 
a bridge to the new ly $t 
Opened passage. This Tutu Bh 


but this bridge nf 
does* / gi t mam anything 

can be difficult, bul use fviifr than a han^ut of ntpeex 
the map we've provided to get a better \ is utilization of the 
level. Push the block west, south, west, south, cast, and 

then south again to 
make a stepping stone 
to the I ilia I room, Make 
sure you bring al least 
one bottle of Blue File 
with von! 


Oh. amt ik-ui 1 forget that imt Skultfulu! 


Viter your battle. Link w ill lind the Iron Boots and Sheik w ill appear to teach you the 
Water Temple w arp song, the Serenade of Water, A Serenade is specifically "a compli- 
mentary performance of music in the open air at night, 
as by a lover to his lady." Umm... C'iee, uh. thanks 
Sheik, but I really have logo... 

Anyway, equip those boots and drop down ihe hole. 
You 'll find an underwater passage that will return you 
to room B 2 „ Your work here is done t bul before you 
leave, (ill up two bottles w ith Blue Fire for the road. 





You've extracted the Iron 
Bools, but you haven’t bro- 
ken the curse on the /ora yet. 
and King Zora is still a giant 
red pepsic le. Take one of 
your bottles over to hum and 
give him some Blue Fire (you 
did bring some back with 
you. right?). He'll express his 
gratitude by giving you a free Zorm Tunic, which lets you breathe 
underwater. This item frees you from having to worry about 
drowning in the Water Temple, 

,iU" ivi.i k io.'k pre! is 

i . 1 1 » -*p -ii *i i . 1 ;. ii $ t\ 

> i m lose 11 10 LL Like Like. y MU I 

■ ■ c Ku .ind :'u\ M in 'll 1 ^ LI* " y 

l'\‘ /.".t >h‘ p 1 >-\v > s • u ijn.- I 

> our other blue tire to melt jwj\ SB ^pHLa * 

the ice on the door. 4 & 


Tunic 


Now that you have your spifFy 
blue tunic, head back to Zorn's 

Fountain and etjuip the bools 
atop the deep water where Jabu 
Ja.hu used to 11 oat. Deep, deep in 
the bottom you’ll find a Heart 
Piece and a hunch of green 
rupees. Just uncquip your hoots 
to float to the surface atterw ards. 


Our next stop is Lake Hylia. which you can 
warp to directly with >our Serenade of 
e y | Water. Hui if sou want to take the long route. 

yy i you can. pick up another Piece of Heart, making 
for a total of four Heart Pieces in this areal Not 
100 shabby. 

peer of Remember the bomb spot in the Northwest- 
HEakI I cm part of Hyrule Field, near Lon l.on Ranch'.' 

Head back there and blow it open again to 
reveal another deep, underwater pit with a I {earl Piece at the bot- 
tom. I 'm sure you know exactly w hat to do about that , 
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Scale 


The fishing 
spot has fallen 
nn hard Eimes. 
hut it's still 
npen. You 
can gel l here 
either by rid- 
ing the Magic 
Plant or sum- 


moning Pierre, and everything 
inside is unchanged, except for 
the size of the fish, and ihe big 
prize. You can now catch fish up 
to IX pounds (our record, at 
least k but you'll get the Cold 
Scale, which doubles your div- 
ing ability; if you catch anything 
over 15. Just use the same 
strategies you used as a kid. 


op 

HEART 


[ here's no special equipment 
required for this Heart Piece, 
except for a bit of patience. 
High atop the scientist’s bouse 
is a lookout with a Piece of 
Heart. You can got up to the lop 
of the roof with the Magic Plant 
you planted us a child, or by 


calling Pierre to 
give you a hand. 

You still have 
the Hying ene- 
mies to deal 
with, and they 
can be a serious 
annoyance, so 
kill as many with 
your bow as you 
can every time 
they knock you 
dawn. With per- 
sistence. you’ll 
get it. 
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Gold 

ISkjjlltula 


Of 




crate to uncover a 




/ )*t* r 


very well -con- 
cealed Gold 
Skulltuk. Blow it 
away w ith your 
Hook shot and 
float back up. 




v’f» * > 


Yep, you cun slrfl 
f nil underwater, 
is \ all sn firm' 
malkm, hut if you 
time it right you 
c un break open 
the crate and free 
the turfy underw a- 
ter Quid 

Shiltmla 
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Now that you have ihe Iron Boots, it’s hard 
1 to gel excited about the doubled diving capa- 
\ hi I tty of the Gold Scale. Still il does come in 
handy ocassionallv, and it's ihe only way to 
get this Piece of Heart. 

The scientist in ihe house by the shore (or 
what used to be the shore! has always kept 
(rack of how deep you dived in his pool, and 
now that you have the Gold Scales you can 
dive all the way to the floor, Talk to him after- 
wards. and he’ll be so impressed, he'll give you 
a E lean Piece. 

But wait, there's morel Jump hack into the 
pool with vour 
Iron Boots and 
break into the 


Vow that Ktiy/fopo iiat'hora htis 
moved on, i,ymh < an pull aside the 
grave he wax s funding nrs and 
reveal: fgasp/ Semis' 

JuU though! rou should turns that. 









Every version of Zelda has one 
sadistically difficult dungeoa and 
if memory serves me, this isn't 
the first time it’s been the water 
dungeon. This massive Temple 
is full of confusing twists, and 
a small mistake early on can 
leave you stuck and writhing in 
frustration for hours. Pay care- 
ful attention: Kissing a single 
step could lead to disaster 


You can ’i challenge the Water 
Temple until you get the Bow 
from the Forest Temple and l he 
Iron Bools from the Fee Cavern 
(you can do it before the Fife 
Temple i F you choose to ] f y ou 
Itave all the necessary equip- 
ment, pull up your Iron Bools 
and walk into the small pool of 
water left in Lake Hylia. Fire 
your lloofcshot at Ihe diamond- i 
shape switch above the door, 
and the door w ill open, 

This dungeon can he madden- 
ingly difficult. Not only is there 
a huge number of puzzle- til led 
rooms* hut ihe added twist of 
hating to raise and lower ihe 
water level drastically affects 
w hicb rooms vou can gel to and what vou can do inside of them 
Be prepared tor ihe toughest mental challenges you will experi- 
ence in any of Legend of Zelda: Ocarina of Time's 1 1 dungeons. 

M. What you do in step 1 isn’t going to affect anything 
^ immediately* bui believe you met If you forget to do it, 
your life wilt be a living hell in an hour or two. So 
let's jusl gel it out of the w ay first, iihnlE we? 

Switch to your normal boots upon entering die temple, and 
swim to the passage to your right. You’ll climb up to discover a 
water- ft led hole , so switch to you r Iron Boots again (you'll sw itch 

your footwear about six million 
t i mes i n this dungeon F Drop on 
down there, and go find ihe 
Nock at the end. Pull it back as 
far as ii will go, and then leave 
the way you came, content in 
the knowledge yoiAc opened 
up a passage you’ll he using in 
the distant future 


A lt's a bit weird to be gening the Compass before you 
L-^rii even eet the man i this duruieon (els vou do all sons 


■Fk can even get the map (this dungeon (els you do all sort'- 
of things in a really wen d order F hut we might as well 

grab ii w hile c' re 


m the neighborhood The 
Compass room is right below 
ihe room where you pushed the 
block, so step off ihe edge, 
switch to Iron Roots, and then as 
you sink past the door on the 
middle level, switch back to 
Normal Bools and sw ini on in. 










The only weapon you 
can use while underwa- 
ter is i lie Hookshot, 
so you’ll have to use 
that to kill ihe 
Stingers ibai abound 
in this hallway. With 
i skillful use of /'targeting . that 
! shouldn't be Eoo much of a chat- 
I lenge. 
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You can either Hookshot 
yourself over these spikes or 
swim over them with Normal 
Hoots. You'll also need to use 
l he Hook shot to lalch onto the 
ceiling and gel back to dry land. 
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You'Ll need to hit the glow ing 
sw itch in this room to make the 
geyser blocking the chest disap- 
pear. You don't have enough 
time to do it w iih y our su ord, so 
stand by (he chest and use your 
bow or Hookshot to hit from 
afar. When ihe geyser fades, 
grab your Compass and get out. 




Now equip those Iron Boots (again) and 
fall alt the way down to ihe bottom floor. 
Carefully make your vs ay to the room 
on (he east side, the one w itfa the two unlit torch- 
es outside. As you enter, you’ll find yourself 
face to face with.*, ttuto! Gack’ She’s a lot 
more mature, but she’s still got that psychotic 
crush on Link, apparently, Bui at least you don’t 
have to carry 
her this time. 


i mm 

uefe 1* Hih 


your 

Normal Roofs 
and float on up 
after her. all 
ihe way to the 
Lop room. Up 
there you'll 
find a tri force 
mark on the wall, one of the "sw itches'" that con- 
trols the w ater level in ihe temple Play Zelda’s 
Lullaby In front of it and the water in the main 
room will drain all the way to the bottom. 

That opens up a few opportunities, hut first 
let’s go through the door on (he opposite wall. 




/ 


This room introduces not-so-lov cable, not -so- hug gable Spike 
Hall enemies. 1 se youf Hookshot to get them to retract their 
spikes, I hen go for the kill with a vertical slash from your 
sword or a jump attack Kill cm aN and the 
Dungeon Map w dl appear. Now you have both 

ihe map and 
ihe Compass, 
but in this 
crazy dungeon, 
they really only 
add to the con- 
fusion. 


Drop on down to ihe first floor, 
where you met ftuto, With the 





w atcr gone, 
the torch is 
burning again, 
and you can 
get to the 
room contain- 
ing the first 
Small Key by lighting the two other braziers in 
the comers of the room. 

Unfortunately, adult Link can’t quite seem to 
figure out how to use those Deku Slicks, so 
you’ll have to use Din’s Fire or, if you're really 
cool, use your bow to shoot arrows through ihe 
torch into the bra/iers, like the shot above. 

In the room that opens, you'll fight a Shell 
Blade. These angry oysters can’t be hurt when 
they clam up, and they can only by hit by hori- 
zontal slashes, arrows, or hookshot blasts when 
their shell is open. Kill ‘cm and gel the Key 














you T re above the ilat pan of the dray’ 
onN body against the walk and then 
equip your Iron Boots so you land on 
lop of it. Once 
there, you'll be in 
the perfect position 
to aim your 
HookshOI and hit 
the dragon switch. 

After you've hit it, 
l uni to your right 

and use the Hookshot target to go up to the area w ith 
the Shell Blades, remove the Eron Boots, and float up. 


TEmfle 

!i : -SOUTH 


Head Uesi to point 7, The floating 
wood platform has landed on the bot- 
tom floor, giving you the capability to 
push the crescent 'textured block past 
down the hole, and then jump in after 
it. Swim through the path to the 
room at Point 7. where a switch, a 
geyser, and a Textile awaits. 

Pick off the Tektile so he can’t 
interfere, and then hit the sw itch with 
your sword. Jump across on top of 
the geyser and over to the other side 
before the geyser fades. 

The water in ihe next room has 
some strange and powerful cur- 
rents that can make swimming 
unpredictable. Moat up until 



Heading south from the Main Area lakes you to an underwater cor- 
ridor w ith a Shell Blade (easiesl just to switch to your Normal Boots 
k and sw im over it), and at the end, a switch. Hit the sw itch to raise 
the water lev d so you can climb to the nest platform, and Hookshot 
from there to the top. Deal w uh the two Tektites in \v haiever manner is most filling w ith 
the moral standards of your community, and then lum your attention to the gate with ihe 
Gold Skulkufa behind it. 

The switch that opens the gate is the one l hat’s inside of it, and none of your weapons 
can shoot through the holes in the lattice. Your onh options are a Spin A Hack, which 
goes right through ihc gate, or using a normal horizontal slash w:th the Giant's Knife. 
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Virtually everyone 
"V who worked on (his 
book got 'Stuck 31 this 
same part, so listen up, and 



Use your Small Key 10 open 
the door in the middle of the 
main area. As you walk in the 
door, take note of the floating 
platform directly beneath ynur 
feet. This is extreme fr impor- 
tant. Then use vour Hook shot 
to gel to the middle level of this 
room, and use Zeldas l ullaby 
to raise the water level. The 
platform t pointed out earlier 
rises with the water, and now 
you can use your Iron Boots to 
drop down to the bottom and 
fall through the hole th is float- 
ing platform has left in its wake. 
This is the path to Point 10, and 
ih.it elusive third Small kev 
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You'll sink to a small room with a 
switch in a comer. Hit the switch from 
^ alar, since a, bunch of enemies are going 
to fait from right above it when it's acti- 
vated, 

kill them all with your Hookshot, 
starting with ihe quicker Spike Balls {two 
shots each) and then picking off the clams w ith 
well-timed shots right when they open their 
mouths. 

When they're all dead, the door in the other 
comer w ill open, and you can float up there to an 
alcove with a tom wall. Use a bomb to blow it 
the rest of the w ay open, and you'll gain entry to 
the room with the second Small Key, 

Afterw aids, float back up to the room where 
you just played Zelda’a Lullaby , and exit through 
the door on the second i middle) floor 


Now use your Iron Boots to 
fall hack to the first floor, and 
return to Point 6, the room 
with the unlit braziers marking the doorway 

w here you met 
Princess Rule, 

Sw itch to your 
Normal Boots 
and you’ll only 

float as high as the now water-filed '■ecotni lev d 
(prev iously you had no choice hut to float alt Mie 
way to the top). Go to the tom wall, plant a 
bomb, and vou’ll find the fourth kev behind it. 
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Sw tm back up to the middle floor of that 
budding in the center of the main room, 
and from there swim or Hookshot over to 
the locked dour on the west side. Inside you'll 
And a room with a ” 



switch and a 
geyser, a puzzle 
with the obvious 
solution of w aiting 
on the geyser and 
shooting the switch 
from there. Hut be 
careful, since a 
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Teklite in the room above is thinking along the 
same lines. When you stand on the geyser, he'll 
drop down to get you. so step there for a moment 
and then walk back a bit The Tektite w Ml try to 
ambush you, but you'll be waiting. 

The geyser 
takes you to a 
new tri force seal 
on the top floor. 
Play the Lullaby 
to raise the 
watei level all 



i he way back to 
the tqpL 





ib. 








WATER., 
TEMPLE 
LEVEL 3f 


Ml Jump dawn from the 
JjTi alcove where you 
raised [he water, and 
sw im 10 the locked door to you r 
left. After you pass through the 
door, pause in the doorway ami 
use your Hookshot to pick off 
the Keese in the corners. 


A 1 like to start this room by picking off the 
Tektiles. since ine> like to knock uu; into 
1 ^ the water and force you to start this 
room over again They can only advance on you 
when the water level is up, but they can be quite 
aggressive when they do. 

To dear this area, hit the switch in the center 
of the room (you can use your bow or the 
Hoaksbot, but you won t get your laser pointer 
with the Kook shot) to make the dragon statues 
rise. Each statue has a bookshol target on its 
neck, and you'll need to hook onto that to get 
pulled across to the other side. 

( )nce there, you usually Sun e to bit the switch 
again to lower the second statue so you can get 
over it, for example. You have to hit ihe switch 
three times for the last statue: Once to hook over 
to it. again to lower it. and again to raise it back 
up w hilc you stand on top of it. 

Uniting at the exit are two Tektites and a Like 
I ike behind a wall of spikes. You'll have to use 
a hook shot target on the ceiling to get past the 
spikes, but you'd belter deal with the l ike Like 
first: Bombs are always it good choice. 


Then jump down to the plat- 
form below and eu the right, and 
from there Hookshot onto one of 
the sinking platforms Then 
quickl y Hook shot to a higher 
phi! form, and repeat the process 
until you’re at the top Open the 
other locked door at 'he end and 
enter Room #14. 

R> the way, ignore the Gold 
S k n Utula for n ow You can't get 
it quite yet. 


There > a hit of a 
rn ii t on the Jo- 1 
switch, h rr hi jtc 

m he sttmdpfg i'fr 
the timeon iica d 
when you *hot*r 
the ju ifi h ft i he 
rttised ft i the fop 


0 ill 
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The ilhisionary lake clears after Shadow Link is defeat- 
ed, and you can enter ihe small room lo ihe North. There 
you'll find the double- range, Skulttula smashing Long shot. 
Before we can play with it, wc have to find our way back to 
the main part of the dungeon. Use your Song of Time to destroy the blue block in ihe 
hole behind the chest, and jump on down. You 'll find yourself in an underground river, 
peppered w ith strong whirlpools that will suck you hack lo ihe beginning of this room. 
You need the speed of a sw Limner, so hold olTon Iron Boots until you get near the 
second whirlpool (swim around the left to avoid the first one). There you 

should stop for a second and use your Longshot to 
nail the tiold Skull tula on the wall Continue on. 
swimming to the right of ihe second whirlpool and 
right in between the third and fourth ones. Pull your- 
self up to l he platform there (you can use your Iron 
Boots to walk across to the pots on the olher side if 
you want, since one contains a Hairy ). Use your bow 
to hit the eye sw itch, dropping a chest that contains a 
Small Key and that can be u>ed as a Longshot target 
to pull you across to the exit. 


A mysterious, misty pool has appeared out of nowhere, and 
if you lum your back on the tree and then look back again, 
you'll find you're not alone, .. In a sense, 

Waiting for you is Shadow Link, the last boss of the 


AwetttvtVt of Link and a royal pant 
Jr Jfc i n the butt Unless, of course, you 
w ant to just cheese him to death, 

WF Cheesing Shadow l ink is easy. I Ic 
can mirror all of Link's actions, but he 
^^B^ doesn't have any of your weapons, so he has 
no defense against the Megaton Hammer. If 
' you didn't gel dial, you ciiz: gel cheaps hoi* with 
Hoi's Lire, but when you run out of MP you'll have to 
return to convention- ■ m i 






& 
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a I strategies. The best 
non-cheese trick to fight- 
ing him is simply not to Z- 
Earget him. Try to loop 
around him and hit him 
^ with your horizontal 
i slashes. 




r 
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You’13 end up at Point 7* and 
from (here you should return lo 
that first water-level switch, the 
tme voti get to by floating up to the 
lop in the room with the two torches outside, Lower 
the water-level back to the bottom, and ihen go into the 
center room to raise it up to the middle level. While 
you're there, tcsi out your new Longshot by killing the 
Gold Skull tula near the top and grabbing its token. 




i h > m i.i n 







j V— i/lf Next. go back lo the 
kT'vJfc room with the geyser 
UU ■ n; w est side to raise 
^ n ' the w ater level back to 
the top (see point !2). After 
that, $w irn back over to the room 
Lit Point S3 to nail that Gold 
Skull tula w jih vo*ir LonashoT. 






— — ■ 


Begin the next room by opening fire 
with your bow and slaughtering every’ 
Stinger you can get in your crosshairs, 
hen their threat has been eliminated drop 
down to the bottom and blow up the two bomb 
spots on the platforms that are just above water 
level (one is a tear in (he wait, the other side has 
a suspicious two-tone texture). Push the block 
through one and pull it out the other, ultimately 

dropping 
onto the under- 
water switch. 
The water 
level will then 
rise, allowing 
you to sw im up 
id Point 22. 


Now that the water 

level is back to the nlid- 
AJo^ die, head around so 
that you're facing 
that room to the South 
with the ey e below the 
Longshot tar- 
il. Shoot the eye 
w ith an arrow and then quickly 
ms itch to your Lon phot to pub 
yourself across before the gate 
doses, Push the block as far as 
y ou can. then turn to the right to 
find a chest w it hi a Small Kev. 


Once you raise the water level to she 
At 94 top, you will never have to change 

the water level again [scattered applause] 
i And if you have two 

i Small Keys in your possession* you're ready to 
move on to the North pan of level I F. the jusi- 
aboiit- final area in this dungeon 

To gel there, slap on your Iron Bools and drop 
to the bottom floor. Head to Lite North door, 
which will eventually take you to a room with a 
spiked floor that you'll need the Longshoi to 
cross. 


The room with the boulders, whirlpools 
strong currents and Tek tries is only as 
complicated as you make it for yourself. 
You can just equip your Iron Boots and walk 
across ihe bottom of die pool, switching lo 
Normal Bools just in time to pul l yourself up on 
the other side (but watch out for the Tektites! :i. 










Jumping on gey sers can be irick>, hut the 
switch give a s you plenty of time to careful- 
ly plan your jumps before it shuts off. 
When y ou make it accost you'll he in the 
direct path of the boulders. Wait for one to 
pass, and then run in the direction it came 
from. Don’t mbs the Gold Skull tula on the 
wall before you drop down to the right 
and get the Boss key. Mead back to the 
main area and use your Long shot to get 
across to the boss 
room in the North 
part. If you're 
low on fairies, 
you can get some 
from breaking 
pots outside of the 
door. 


The find obstacle is a 
trio of spike sliders 
running along the 
slippery slope that precedes the 
boss. If you carefully time a run 
straight up one side, and never 
slow down or change course, 
you should be able to make it 
through without getting hit. 
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Amoeba 


Morpha is a 
fairly easy 
boss to heat, 
but the right 
strategy takes a tremendous amount of patience, 

Vthai you need to do is Z- target the little red 
core of Morpha, and use your Hook shot to bring 
it in to you. When it’s close, whack it with your 
sword (if you have a Chant’s Knife or Biggonozt 
Sword, use it lor extra damage’ i, And that A 
about it. Morpha N attacks, particularly his grab 
and throw mov e, do a great deal of damage, but 
have limited range. Your Longshot has enough 
range to be able to grab the core from farther 
away than the tentacles can hiu so you're safe 
and still able to attack if you always stay just out 
of the range of the blue Tentacles. 

Morpha begins with one tentacle, and adds 
another as the fight progresses. Always stand so 
that the tentacle with the core is closer to > ou 
than the other one (you can tell which one will 
get the core by looking at the water before the 
tentacles form f When the tentacle flops onto 
dry land to attempt an attack, step back if you’re 
too close and then lire your Long shot at the core 
and get ready to hit it with your sword. 

If your tinning is good, you can occasionally 
get the core with your Lungs hoi when it's jus| 
Hopping around between attacks. This requires 
you to be pretty close land to keep it l . -targeted 
constantly L so he ready to pull hack when the 
tentacle starts to form. 

bight conservatively, and you’ll knock 
Morpha into blobs of inanimate grape icily the 
very first lime you fight him. 
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Gcrudo Fortress 
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After you dear the Temple of Water, Lake 
Hylia begins to £111 again. The placard, on the 
island to the south foresaw this day. and proph- 
esied that you would receive some sort of trea- 
sure if you fired an arrow at the Sun on the 
morning of this miraculous event 

Actually. yo u can do it an\ morning from this 
point on, but 


otherwise the 
right on target. 


Before we run off to the nejet 
medallion dungeon, were going 
to slay in Lake Hylia for a bit 
to grab a new Skuiltula and the 
Fire Arrows. Then well finish 
the new trading game and claim 
the legendary Biggoron Sword. 


prophecy is 

Stand facing the two pillars to 
the east, as shown in the picture 
Aim your bow at the horizon, 
and as soon as the sun rises 
above the eastern cliffs, lire an 
arrow directly at it The Hre 
A rnm s. w hich coat your arrow s 
with a mystical flame, will faff 
from the sky and onto the smalt 
island in the cast. Equip them as 

P you would any other item, and 

K use them to light torches, irtciu- 
crate enemies, or melt ice. 
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E hcrc'v only one Gold Skuiltula in the over- 
world that requires the e\tru range of the 
Longshol. and it's righi here in Lake Hylia, 
One of the best hidden Skill I tu las in ilu^ game, 
pits guy likes to hide on top of the tree in the lit- 
tle island w ith the placard discussed above. 

To get on top of the branch and within range 
to kill him. you'll need to aim precisely at the 
spot shown in the bottom-left 
picture, while standing in (he 
place shown in ihe top-left pie- | 
lure. If you check your map 
screen, you should now have 
the "you got every Skuiltula" 
mark bv the \ akc Hylia location 
marker, 
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-frit you sir.'/ IrH 1 Packet tigg front the 
Car co !aih in kakunkit, mid them used 
it So vvjjiit' Talon. 



Hen m* u'lJ’L'l 1 lirw Citjlro the Hiuc 
Chicken, which yon gave to tire n cird 
mine Liit Woods clearing. 



He gave you the Odd Mushroom 
which iu-m must rush back tu the 
KakaHko Potion Shaft 


* 1 
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Trading Game - part m 


This optional quest can be accomplished at am Ernie as an 
adult* so long as you have E porta or the Long shot* Doing ii 
without Epona is virtually impossible. since ii is extremely dif- 
ficult to deth cr the laler items before they expire on foot* But if 
you know the route well and mil the entire way (which is slight- 
ly faster than running)* ii iv possible. 

iStep 6 = Gerudo Valley 


Head to Gerudo 
til Hey and erms the 
hridfee either by using 
ynur Longs-hat or with 
a welt-limed jump 
| /nwn Epona. Show the 
tti'rt to the Carpt liter 
Bo** and he wilt gov 
y-rtuhh Broken G&mtt 
Sward 


iSTEP ?: DEATH MOUNTAIN 


Take the magic pkmt 
frt the top of Death 
Uiwntopj where Fiig- 
goron witt recognize 
hts handiwork But In ■ 
van V repair the word 

without eye dirtps, so 
he gives you his 
Prescription so take to 
Stag Zara, 


iStep a 


:s domain 


Sijc ’ t n i modi' the Odd Medicine, vi hu h 
the aski'd i on to deliver to the m 
I the Lost Wooih 
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kmg / fho the hey 
ingn-dient an Eytbull 
Frog hut you 'll have 
to deliver f/wf ftj the 

f ate ffyiia scientist 
mthin .1 minutes ' ft I 
you try hi warp yvu ti [ 
foie instantly (see pic- 
ture i so eah Epona and 
ritfe, Post/mm. ride' 
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Step a lakehylla 


l/civct' sure iv?m hit the 
gales ns Luke Hyiia 
head on so Fptma can 
clear then r otherwise 
\ mi mas lose If so much 
lime and hare to start 
over The scientist 
girds v*j it Lye Props, 
and J minutes to gel 
them to Biggorun, 
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Step K> Death mountain 


Ride It) Kdkariko, then 
lake the UagtC Plant 
up tu Death Uatmi- 
u in Kill the Skidb 
wxtfhmas before yon 
make r he climb (trust 
met and if you mate it 
in time. Biggtmm will 
give you the Claim 
Cheek umf hs'giti muni 



But yatt were tat* fate, reports the wuif- 
ing Fokin Girt, arttt she gne\ loti the 
Poacher \ Saw he left Erhard 



After three or four day s (yes, you can use the Song of Sun to speed it up) Riggoron 
will finish the Biggoron Sword. Thu two-handed sword is identical to the Ciiani’s 
Knife* but won’t ever break* That may not sound too exciting, but believe me, 
once you gel a taste of the weapon we affectionately call “The Biggy,” you'd 
never want to go hack to the so-called “Master" Sword again. 
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In order io attempt either of the next 1 wo dungeons, (he Shadow 
*5- Temple or Spirit Temple. you'll 
need the all-seeing Lens of 
| T ruth. The villagers in 
f Kakariko lost track of this pricc- 
| less item sev en years ago, when 

it was last known to be in the 
I Jotu mu nl i he Wei I 


You can’t use any of adult 
Link's items as a child, but 
you can play the songs Adult 
L ink learned, including the 
Song of Storms. Before we 
attempt the well, lei's use this 
mystical melody to get a few 
Heart Pieces and a Skuiltula. 


Remember the singing frogs 
in Zora's River? Play the Song 
of Storms to gel a 1 

Talk to them again, and play 
the Song of Titnc and any other 
lop row songs you haven’t 
played for them yet, and they'll 
oiler to piny a new gome with 
you. In this one, each of the 
Ocarina buttons on yottr control 
pad corresponds to one of the 
five frogs. Whenever a butter- 
fly appears over the head of a 
frog, hit the corresponding but- 
ton to make the frog leap up and 
swallow it. You have a limited 
amount of lime, so you have to 


be lie htti mg fast. Luckily, the order never changes, so you can 







\ 



just memorize the order and 
punch the buttons as last your 
fingers will let you. The order 
is A. L. R, [>. L. R, D. A, U, A. 
D, R. L, A. (L is Left. R is RighL 
I) is Down), The prize is another 
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Ely rule Castle doesn't even exisl in 
the future, so your only opportum- 
ty lo find tins Gold Skulltula 
comes as a kid, Play your Song of 
Storms near the tree by the mnal 
where your Stone of Agony 
shakes. You'll reveal a hidden pit, 
and behind one of (lie bombable 
walls is a Gold Skulltula. 



To open die door to this dun- 
geon, you'll have to go into the 
windmill in Kakarikn Village 
and make the music box player's 
memories become reality: Play 
i he Song of Storms for him and 
put the windmill into overdrive, 
messing tip the mill and pump- 
ing so much w ater I hat the well 
is emptied entirety. 



1 The Bottom of the Well lias 
got lo he the only dungeon in 
- the game where you can just 

walk rig hi in. take Ihcbig trea- 
ft sure, and be out in under 5 

minutes. OT course, you can 
only do that if you know exact- 
ly where you’re going, something dials much 
harder than usual since a great deal of the walls 
and floor panel in this area are only an illusion, 

Bui h\ follow ing ihe simple steps below, vou can grab die Lens and get out quick- 
ly... And there's no reason to stick around any longer unless you want lo gel the 
dungeon's Jl Gold Skulltulas. We 11 have maps showing the paths io them (and 
showing the entire dungeon, sans illusions I on the next page. 



A 1 


After you walk a few steps, you'll be ambushed by a giant Skullinlu 
Kill it with a jump altaek, and then keep heading si might forward, right 
i through the illusory wall directly behind it. 



Tin.' situs mmufi 
wutis aihi ffnttrs 

IttllC tfi> f.U<TTHjJ 
UiiiSi.MfS*US itufi 

they re imH tvui. 

L iuil ynu gel the 
Lens, nrii fi /wiv 
fu figure suit 
ss hi/t i rent uud 
ii hi.ti s>n f in trust 
ifftii iTflJf. 


When you get into the gigantic main chamber, try to stay in the shallow 
waterways running to the right or left, since there aren't any illusionary 
pits under water, Run around lo your left, following the water tjusl 
dodge ihe Green Bubbles), a palh that ultimately 
leads to die giant head at this room's Northem- 
mosl point. Stand in front of it* on the frsforee, 
and play /e Ida's Lullaby lo drain die water. 

Follow what used to be the waterway to the 
right. In the Southeast comer, where die water- 
way turns back to the entrance of the dungeon, 
you'll And a deeper pit. At the bottom is a chest 
with bombs and a small hiile vou can crawl into. 


/ri mr| Jbinb 
this small cruwf- 

i/XI 1 V OH Hh." fhtor 
ofthh nit. hut its 
crucial inn U&wj i. 
!stthi f if\ the surly 
mute fn tfc Lens 
• d Truth 
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In the room behind the Giant Skulluda. a. mini 
boss ( 1 f suit aw ails 1 1 is m line its I X'ad ha i id . and 
lie's pretty e*sy if you know his tricks. 

Headband is a cautions foe. and won "I even 



appear until he thinks he has you trapped, l et one of 
the hand* grab you* and he’ll come sw irling inn ol Else 
earth. Press a bullon rap it! Is to escape from the 
hand’s grasp, and ihen when the Deadband lowers his 
head to lake a bite, start stashing. He'll run away, bin 
he'll return again as stHio as you lei a hand grab you 
You'll gel the when he dies, and if 

you use it lu took behind the chest I hat contained die 
l ens, you’ll lind another chesl w ith a Huge Rupee 


The Lens lets you see right 
through the lake walls and pits. Il I 
slow |y drains your \!P as you use 
it. but you should have plenty* ■ 
and I encourage you to use the Lens 
constantly. There are a number of 
really maliciously placed hidden 
pi Is here, like the one in front of the 


Compass. If you look at the j 
map a hi i ve, you ’ 1 1 see tl ie chest | 
containing the in a 

cell in the center of the room. If 
you try to get il going through 
the visible entrance* you'll 
plummet to the basement. The 
real door is through the illusory 
will to the left of (he chest, 


If you haven’t won the I lean 
Piece ai the Hyrule Market 
Treasure Bos Game yeL try ii 
now with your Lens of Truth! I 
wonder which bo\ has the key... 
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The only reason to stick around 
in this dungeon is to gel the 
Skul hulas, There are three, and 
each h behind one of the three 
Locked doors, so you 11 need to 
gather together the three keys first. 
Tu o of them are easy: You just use 
your Lens to locale the doors lo the 
two skull-lined rooms an the South 
(see map), and 
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Among the nexv concepts intro- 
duced in tins dungeon are the 
piles of organic debris scattered 
in various arras. Set a bomb on 
top and they sometimes reveal 
surprises beneath, like (be pit and 
Bombehu in this one near tire 
entrance (see Bombehu on map), 

- w 


open the chests. The third key is in a room at the 
Northwest comer, and requires a bit more work. 
Light all the torches and the lids w ill slide oil the 
coffins, revealing a key in the one in the 
Southwest comer, a Gibdo in the south center 
coffin, and Keese in all the others. 

Two Gold Skulltulas are in the locked cells in 
the ceuier of the room. The third is behind the 
sealed gate to the Last. You’ll have to loop 
around from t m ^ m — i 

the Northeast, , M * — 
pass through a 
room with a 
licamos and a 

lot of illusory ■-* 

pits, and kill a jpF i > 

Like Like to 1 L# . 

gel your token. * 


9 if | /, 

% 


( Attain You ’ft 
need at iww ihe 
fx'm af Truth la 
gel pmi fin.-' hifitri- 
atmgty ftftkvd pit * 
htlH'kmg ifk 1 
SkuUtam /n the 
far emi, mid ru 
vee ihepalh M the 
StfiHintn in the 
eatt writ if eft I 



As long as you're vigilant about using your Lens 
of Truth, you need never worry about lid ling down 
the pits. But that’s the only way to get down lo 
Level B1 I, and if you ever want to gel the 

(see mark on map), you'll have to jump down 
there intent tonally. Once down there, you CtU) ako 
cut grass and >,ETiasb puts for supplies, and kill the 
Redead in the main area, which usually gets you a 
Magic Pol. You’ll have to grab all the rupees to 
get out again. 

If you play your Song of the Sun at the spot 
marked on the map w ith a fairy icon, a Big hairy 
w ill appear to refill your health and magic pow er. 
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gain access to the Iasi (wo: 
Shadow and Spirit. We recom- 
mend >011 do Shadow first since 
she hie hem you get here (the 
Mover Boots) will make the 
Spirit Temple easier. The hems 
you get iti the Spirit Temple 


won't help you in Shadow . 

The only way to get to the 
dungeon is by warping to it w ith 
the la 

Nocturne is either '"an artistic 
work appropriale to the night’ or 
"a dramatic* brooding piano 
composition," Your pick). The 
way to get that is simply to enter 
Kakariko (via the main entrance* 
once you've cleared the fifsi 
three dungeons* and watch the 
situation unfold. 


Or. challenge Ibis area first 


Lh.KM > Of ZULU A CCAItjNV Of 


ni^i tn coim 















Once you've cleared the first 
three dungeons as an adult* you 

■iitfTfTV 
*■****’*-*- ~ 





The Shadow TentpJe is at a convenient location. 
There's an obelisk w ith it fairy righl by the entrance* 
and a whole Fair) Fountain is hidden under one of 
ihe graves in the graveyard. Fill up your HP and 
especially your MP before you enter: You'll he need' 
mg to use your Lens a lot, and you'll want a blast of 
Din's Fire u> easily lighi . 

all the torches ami i>[Wn K i HooZimZ 
the dwr below., E w 


& After you use your [ j - 

a | 4 Lens to pass the face 
jUk 1 jUk iii the entry way, use 
ii in ihe main room to find 

which of the eight skull torches is real, then — 

push (he side of the bird statue Hit it’s pointing at the one 
torch dial isn’t an illusion. Then use your Lens to uncov- 
er the hidden door in the West Wall* and head ihrough it. 


The area in I he Northeast is another sim- 
ple corridor with two illusionary rooms. 
Eli tlie first* killing all the Keese and 
Redeads will eam you the 
1 In the second* it's another 

Deadband. , He was pretty easy when 
you were a kid, hut now ifial you’re an 

,„ TW - JT I adul1 wielJ ^ 

^ w the Biggoron 

Sword, he's a 
p u s h - o v c r , 
Kill him and 
you'll gel the 
Dungeon's big 
treasure: the 


The Hover (foots suek in that they make every area fuel like ihe 
slippery lee Cavern, but they do allow you to run straight over a pit and 
not begin lo hdl lor about a second, Thai second makes the difference in 
crossing over u> the tongue back in the room w ith the bird statue; you can now 
make a running jump to ihe ledge by ihe skin of your teeth. - _ - 
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I his room seems, to contain three bomhable 
walls and a BcaimS, hm inn of (he walls are *- ^ v 

simple illusions. The one Lo the east you aelu- f ’**' * 

ally will have In bomb. / , * i 

As lung as you have the liombs equipped, 
you might as well loss iMK tile BcantOS way, 

Beneath him is a fairy vpot: Play the Song of Storms Lind a Itig Fairy w ill replen- 
ish your 1 lealtli and Magic Power. 

1 he room to the south contains t jibdos, a mummy enemy that looks and aeis 
very similar io Redeads They share a weakness, Iw; Play the Song o I' I he Suit 
and stick them with your live lev l of Biggoron 
sled lo kill i - . 

them and get 


Jk The room to the North contains a rupee grabbing 
■ i — -■=—**- JRk. pu/-/|c, a pair uf giant spinning vcylbes, and the 

/ first Small Key. fi ll lake some work io gel liI Nile 

^ rupees* especially with the spinning blades 

I renter! i her to roll under the blades i! you fear you're aboul lo gel hit K so don't 

A - accidentally tumble down 

i the hidden pit in the 

Northeast alcove You can 
climb back up, bni you'll 

have Ht star! the pUif/le all 

over. When you gel the 
key, use it to unUtek the 
door to the Fast, which 

# ^ j • leads down lo level Bl . 


viiiin wm 
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It’s tempting io rush though ibis annoying corridor (you'll return here every 
time you fall), bui Take it slowly so you won't Ire ambushed by the Big — — 

Skulltulas (look, out for (heir shadow, and kit I them with your tongsholl or 
cut by one of the tailing blades (which you may fund easier in roll under). ‘jgT 

0 0 When it opens up into the huge cavern, duff l slop flL- 

D ^ lo gawk or a Willi Master will pull you back to The 

beginning. Lure him out and pul him down w iih your 
Higgy so he won't he able to stop you again. Thai ■ ( 

jump or roll across in the large platibrm at the North r 

side, where a Still fos is waiting (if you roll under a t , tin 

x #-« blade and oil’ the edge while wearing Kokiri Boots. i/mm ttf th* Shttjinin kmn King hnn nff 

If you will auto-jump to the other side). I f you’re using ifh iMf ^' f1nf Jr 'f 11 itn iflt 

P : L „ t3 „ , ,, - „„ , ( . , tin- iim«c u* \‘>u. vttftet with a ihwt 

^ i he liiggy. «:nt lor lum m uttx* and ilwii hn ihc 

attack bull oil lo exit 

” • 0 him hard and can- _ + 


.ifh’r r*w ihit tif t/h r 
Still/ti* . YtHi i h fit ftfrir 
tfh r Swig ttf tin' Sim tit 
l/h.' Miiitlti t*{ ifm I* iiN 
/arm /tv ti Big i'itity 
Uhl itiu i iwi ink tim 
fim (tttn jii m paw 
through in n ! 
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If you use your I ens of Jrutb It turn the plallnrm w hen; you heal ihe Stalins and 
look to the east* you'll see illusory platforms connecting your current location 
lo a secret loom, lump across. hut make sure you have the Lens on when you 
Walk through the door, or you’ll he ambushed by a pair ol spinning scythe* 
% , > and a I ike Like thai can only be seen with the Lens. 

Also in this room are lour Kcese, one in each corner I hey ’re pretty shy. mi 
hunt them down w here they’re sleeping, in die comers of the room. If you gel 
hurt, use youi Sony id lime to create a time lilock so you can gel to ihe 
Recovery I learls. 1 he prices in tire diesis here are crap: just a blue rupee and an arrow 
refill, hut the tiold SkuIHula in the corner makes it a trip worth taking. 

Jump across the way you came, and he ready 
lo light Ihe Siallbs again (and get ihe big 
Hairy again, it necessary k When you’ve 
vanquished him. jump lo the rising platform 
lu the west when it's ai its lowest point, mid then 
jump olTil (again, to the west I when it’s at its highest 
(Hover bools help a little p . You’ll have lo find all the 
rupees on this platform lo open the door lo the West* 
hut one ol them is hidden under tile I Jeamos. so use a 
y * e bomb to obliterate 
* - ■ him. Roll through 

the spike sliders to 
gel the rupees they 
guard, if necessary, 
and do not use your 
Hover Boots here, 
nr you may final 
right into the spikes. 









Stay away from 
those spikes: They 
don’t simply do damage, 
they return you to 
the beginning of 
the floor. There’s 
no way lo run or 
roll under them, 
so you’ll need lo 
jam thorn up, 

I f you look lo 
the right w ilh the 
tens of Trulh 
equipped, you’ll 
see a grey block 
embedded in the 


j * 

/ w 


path of both 
things (if 
you put it right in 
the middle, it w ill 
jam 'em both). 
1 hen squeeze out 
beneath the sides 
to get a Cold 
Skulltula and a 
chest lull of 


arrows. 

Slip around to the other side of the block and 
pull it as far as ii wall go. Then climb on top of 
it and up lo the 
top of the little 
cell areas, There 
you can hit a 
sw itch l hat drops 
a couple of chests 
around the room. 

Most of them just 
contain rupees, 
but you can use 
them as Lotigshot 
targets to gel 
around (or you 
can use Hover 
Bools lo jump to 
the oilier side, 
since you can. 
walk on top of 
she spike things I, 

The last chest 
up there contains 
a Smalt Key. mi 
grab it and jump 
across iu the 
other side. 



▲ When you return hack to the main room, walk 
over to the small strip of earth that is Northeast 
of the Ilcai nos, and up to the edge of the plat- 
form before the guillotine. Use your Lens of 
l he platforms 




Truth to see 
beyond the blade, and jump or 
roll across them until you get to 
the door on Hie other side. 

Again il seems like l here’s 
nothing inside, Hui your Lens 
will reveal the truth: spikes 
every where. Carefully collect 
all the rupees:, lo get some of 
them, you may need louse your 

/ ■ * f; 





1 ongshot. and stand so a rupee 
is between- you and a Hook shot 
target, and then you can grab it 
while you're being pulled up, 
You’ll need to use your Lens to 
see all of the Hookshot targets. 


wall. Put! it out 

A* 

4 # 

nri 

and push it under 
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f \ The door that opens lo the West 
J?** contains a buneh o I pesky Keese and a 
\ } /f giant flaming skull. Take care of the Keese 
first, since you won’t want any interruptions 
while you’re handling explosives, 

Then climb to the second floor. where you have just enough 
range to grab a Bomb Flower and loss il directly into the hollow 
skull. If your aim is true, the Skull will detonate, and you'll il nd 
the Small Key in the ruins. 

You’ll also find a fairly obvi- 
ous Gold Skulludci located 
behind where the skull used to 
be. Return to the room w ith the 
inv isihle spikes, Hookshoi tip lo 
the locked door (use your Lens 
to see the invisible target) and 
head on down to Level B3, i!. a 


jBS. 
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Jk In the room con neck'd to that hidden hallway, 
stun the Gibdus with your Song of the 5un f cut 
‘cm dnw n from behind, and collect the 
jt. Magic Pots they drop when they die. 
r > The chest w ith the Small Key is well-hid- 
den. Drop a bomb the pile ol‘ organic nus- 
' I i ness in the corner, and then use your Lens to sur- 
vey the spot afterwards, and you'll see the chest. 
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Pull the block all the way onto the gold seal so you can climb up lx) the ship. When 
you stand on the Tri force find play Xc Ida's Lullaby, the ship will set sail* so deal with 

the Gold Skulliula in die comer first. You can actual- 
ly hit him with your Longshot from the how of the 
ship, bin you can also summon Pierre to make it a hit 
easier. 

Two Stall os will join you on the ship when it gets 
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it rtgitHit ipCaUaft. 
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. L_j.iL IT I fciAtrr \un h 1-JfA ft/ f\rnH 4. But firtf 

muviny. and ynu can Uy lo knock ihem ofT or slay Hu , *,,/*■ 

them With your BiggOfon Sword There's no real HrW , or wti // fa tra/^ vp ikn 
rush, though, since ^ ^ — — — j 

you can bail out of II n* 

the ship when it 
begins to sink by 
jumping to the left 
(Hover Bools help, 
but aren't required) 
whether the S la I lbs 
are sli 11 alive or not . i 


This area is a brief 
ma/e connecting 
three treasure 
rooms. The 
maze can only he seen 1 
with the Lens, as can 
many of the enemies in it. 

We suggest you just ignore 1 
the enemies, since even if you 
kill them, they’ll return whenever you reenter 


A 




w 



Wooden wails of spikes close in on you 
from either side of this room... Nothing a 
^ blast of Din's f ire won’t take care of. 

If you need magic, you'll tmd it in the pot at the end 
of the room, and you can get more by killing llie 
j Redead afterwards, Grab the all-important Boss 
L Key Oil your way out. 


Mk 


1 here's an invisible Floor Master lurking in ibis olher- 
wise empty room Use your Lens to sec him clearly, 
and hit him after he pounces, when he's no longer green 
(when he does lurn green, get out of the way!). The 
three little guys he splits into w ill all be inv isible loo, and 
the difficulty of hunting them all down before they grow 
into F loor Masters themselves necessitates yon use some- 
thing drastic, like a Super Spin Attack or Din s l ire The last 
Small Key will be revealed when the linal one dies. 
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This room is entirely optional. It’s very simi- 
lar to the room at Point 10, hut there arc three 
skulls this time and they're spinning in a cir- 
cle. If you can land a bomb in each one. the 
last one will explode in a colorful spiral of 
rupees. Behind them, in the exact same area 
it was in Point 10* is the linal Shadow 
temple Gold Skull tula. 
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I was stuck here for about 
4 hours, completely unable 
to figure out huw to gel lo 
the boss area on the other side of the 
underground river. Tunis out you 
have lo use your Bow and tire an 
arrow into the distant thicket of 
Bomb Plants beside the 
giant bird statue, Ii wi 

come crashing down, forming & bridge across, 

When you get to the other side, you can 
use the Song of Time lo make a step to the 
platform with Recovery Hearts, and the 
Song of Scarecrows to gel Pierre to 
pop op at the even higher ledge. 

I n the room beyond, use your Lens 
of Truth yet again and then equip 
your 1 3 oxer Boots lo float over 
to Bongo Bongo's door. j 

e • «*,/ 







Phantom Shadow Beast 

BONGO BONGO 
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Pull out your Bow 
and keep your Lens of Truth 
handy, since you won't gel far 
on til is bo>s without them both. 

Shoot his hands one by one (which causes v 
him to drop arrows and magic pots), and when 
they're both blue, indicating they're stunned, turn on 
the Lens and look fur the eye. Hit it with another 
arrow, then run in w ith your I Jiggy to do some damage 
You don't need to worry too much ubom Bongo 

Bongo's attacks, 
• WL H» just gel ready lo 

dodge whenever a 
hand stiffens as i f to 
strike, But you must 
be aggressive; you 
will need lo be fast 
to get both hands 
stunned at the same 
lime. 
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As soon as the Gemdo lav 
eves on Link, they lock him in a 
cell set into the cliff that borders 
Gerudo to the North. I se your 
Longshoi to pull yourself up to 
Lite window, and fro m I here lake 
a few minutes to familiarize 
yourself with the movements of 
Ihe guards, if you want to be 
cautious, you can use your 
Longshoi or Bow io stun the 
closest guard {the Bow stun lasts 
longer), but it's easiest to just 


wait "til her back is turned 
before you jump to the ground 
and run in die door to vour left, 


Link is most definitely not wel- 
come at the base of Gerudo’s 
famous band of all-female thieves. 
They'll try to lock you up, but 
Link can easily escape and. with 
a bit of fancy legwork, free the 
four captured carpenters and 
gain the respect of his captors, 
When this challenge is complete, 
an even tougher one awaits in 
the Gerudo Training Ground. 


* 1 Iilli door leads direei 

^ • !y to the first of the car- E*' - _ 

[ peniers [ "^HBvn'nVl 

[,lc 

respect of I he Gerudo (and •* fr ’ " J " r ~-rTT r ' - j 

fixed bridge, not that that's k !f • # 

worth much i. hut >>.ui I n cud .1 

> lull K e v to free him from hist d_M 

cell. To get one. just turn and ET j ^ _ \ 

defeat the Gerudo that's jumping 

in behind you while you're ehutting away. These are tough one- 
on-one fights that are compl icated by the ability of the Gerudo to 
win instantly (capturing Link) if she hits you with her special spin- 
ning jump slash. Guard against that by staying close and aggres- 
sive (she* II only begin, die motion when she’s a moderate distance 
away from you), and using your Shield to block her normal thrusts 
until you see an opening 10 hu u ill: a jump attack, If you’re using 

she Higgurnn Sword, you can 

pjUl K l Vyy . ^ 3l ~ ,riSll ^ ; l - llJ Gemde 

p— . ‘Asi defenses w ith a timed 

- ' w tird thrust, . i si attack 

*' ~ Gerudo have trouble blocking 


■fat Total; M 


^unreal TotaL 86 


7 w Sigg^, "v fuftvarvh i thrtisf trlltiti, is 
gs/^at again*! the Gtrwfe, l_ If u.m Vv 
tat ftp, she \ftLKft*r Sword t/p. k 11 nh pri- 
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The crates in this area 
jTTr^ give you a place to 
hide from the guards 
while you wait for a safe time to 
play I he Song of Storms and 
open tip a hole to a new Fairy 
Fountain! W hen you're full up 
ort Fairie>, head in the door to 
the South. 

Don's he too hasty, since a 
guard patrols the far end of this 
corridor. Wait behind the crate 
fur her to turn her back and head 
away; then run ahead and turn 
right into the lirst passage This 
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will take you oui&vkt where you 
wilt hat e to use a w eaptm ii» stun 
the guard roaming in front of the 
nest door, Inside, Carpenter “1 
and another blood-thirsty 
Gerodo await! 



The door past Carpenter f? 2 leads to 
- an unguarded expanse of roof, Ignore 

£ the door 10 the right and head down 

tti the other door past the ivy After you save 
Carpenter down there, climb hack up the ivy 
and head out the dour you ignored earlier. 
You 13 find yourself on the top level of a room 
that’s being carefully guarded by two Gcrudos. 
You can stun 


A, 


them, but it’s easiest just to 
bypass them altogether by using 
your Long>ho( to hook across to 
the other side by latching ort to 
the wooden rafters in the roof. 
Latch onto the third and last 
rafter Ibr safe passage. 

You’ll exit near the lop of the 
building, and from here you can 
either go to Carpenter #4, or use 
your Long shot to hook on oxer 
to the treasure chest and the 
Heart Piece it contains. If 
you’re hav ing trouble, you can 
call Pierre for help (though you 
should be able to hit the chest 
from where you're standing). 




You’ll have to drop down to the room 
shown in the top photograph to get to 
the fmat Carpenter. This one has a 
guard that can be difficult to deal with, so be 
careful. Pause in the doorway and wait *til she 
passes left. Go up a little to the right and stun her 
while her back is turned. Dash past her and to the 
right as quickly as possible and you’ II be at the 
Carpenter in no lime. 
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Cerudo Training Ground 




Dace you have your (Jerudo Pass, you can gain access 
r to the Gerudo Training Ground. For a mere 1(1 rupees 
you're allowed into a small dungeon, which contains 
ten rooms, each containing a puzzle or two. Beat 
them to collect Small Keys and other minor trea- 
sures, and then go lo the treasure room to use your 
keys to gel prizes. If you get all ihe key s, \ ou can get 
the big prize, the ice Arrow It's basically useless, 
but this area** pretty easy, so ii's almost worth it. 

Vieyaur km tn skoal the ew Ifymt pfn\ tke Snag nf Storm* 
ahmv the door , Jiui m 71 get in the turner fl t the m uni loom. 
some drrvtit -urtJ a htu i r rupee HHi 7/ revmt cl btgjmry. 
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(We’re counting these off from the door on the 
J7- far left) Killing a pair of Slalfos in under a 
minute? With the Master Sword, that’s pretty 


With the Biggoron Sword, it's a cinch! In the past 

we’ve recommended a 


m 


II 





block counterattack 
strategy against Stallbs. 
but the Biggy has such 
long range that you 
don’t even need a 
shield, When ihe 
Slalfos prepare to leap 
at you, just swing your 
blade and knock ’em 
out of the air, no h lock- 
ing necessary. You’ll 
clear one minute easily, 
and at the end you'll 
get your lust Small 
Key. ' 


this room contains an endless supply of 
^ Wolfos and White VVotfos enemies which you 
should he able to keep down with competent 


use of your Btggy and an occasional spin attack, 

The chesl here con- 
tains only arrows, and 
there doesn't seem to 
beam visible exit. But 
if you use your fens of 
Trulh and aim il jtisl 
above the fake door, 
you'll see a llookshol 
target. Fire ai it when 
the Wolfos give you 
some breathing room 
and you’ll be able to 
pull yourself up to the 
fourth room. Come 
buck with ihe Stiver 
Gauntlets to pull aside 
the big block, ami 
reveal a huge rupee. 



You have to get all the jewels in this room in 
^2/- under 1:30. Most ol them are easy, and it isn't 

difficult to dodge the boulders that run along 

ihe left side. One or two of the rupees require (hat you 

use vour Hookshot iso 
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you can fall down on 
them from a Hookshot 
target), and you’ll also 
need to use your 
Hookshot to gel over 
the walls of flames at 
ihe top part of ihe 
room. The only thing 
you really have to 
watch out for here are 
the Wall Masters 
Switch to that Hook- 
shot view as soon as 
you see the shadow to 
make them go aw ay 


In this room, you have to shoot all four eyes in 
A j the slotue. This is much harder than it sounds. 

because your aim has to be precise, and you 

have to hit all four tn ci itm . If you miss your chance to 

hit one of them, thev all 



open again. What fun! 
If you run out of 
arrows, you can use 
your Long shot, which 
is even more difficult, 
since il lakes longer to 
hit us larger 
Once you stop the 
statue and gel the key, 
you'll have to use the 
Song of Scarecrows 
and summon Pierre to 
gel up to the lop level. 
One door leads to the 
top of che treasure 
chest room w here more 
keys awail The .'iher 
goes lo Room 5. 
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There are a ion of arrows in this dungeon, so 
you 

welt be 


mg your bow to snipe 
enemies from a dis- 
tance here. Kill 'email, 
and you'll get a new 
chest full of arrows 
Use your hammer to 
smash aside those 
cylindrical statues and 
repeal; a floor switch 
and an eye switch. The 
floor switch will extin- 
guish the flames so you 
can get the Key inside, 
and an arrow to the eye 
switch will open the 
door to continue. 


Use the Song 
blocks in this 
_ room, and 
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to eliminate the blue 


dive on down to collect 
all the rupees. To get 
them you can either use 
well -angled Long shot 
shots from various cor- 
ners of the room, or 
more simply stand 
under the rupees with 
your Iron Boots and 
switch to Normal Bools 
to Host up and grab l em 
On either strategy, it's a 
good idea to Long shot 
the clams to death]. 
Get them all for another 
Small key. 




This room can be tricky 
Normal and 
Hover bools 
to grab all the easy 
rupees* then hit the 
switch and grab the one 
amidst the ring of lire. 

From there, you can 
Hook shot back ihe 
direction you came, and 
hit the last one, opening 
the door to the right, 

Before you head off 
that way, play the Song 
of Time to create a 
stairway to the Key cm 
the ledge, and another 
area thai leads to ihe 
Treasure Room 


Use i\ combination of 



Two Dinoifos in a minute and a hall? This 


o room s a snap 
- - any way you 
lake it. since these 
slightly tougher Lizal- 
fos have nothing cm a 
heavily armed adult 
Link To make it even 
easier jump up on the 
ledge (go from the sides 
10 avoid the Humes Kind 
whack 'em to death 
1'mm up high, where 
they’re unable to retali- 
ate,. Beat them in the 
time a! kilted for the 
final Small Key, 


i — — i 


i — : 


, ■ / 

|2L * 



The Treasure Room is almost another pu/zlc in itself. The big 
chesl looks close, but you'll need seven keys to get to it. starting 
from the left and working your way around. On the way, you'll 
pick up rupees, hearts, and refills for v lriuaily all of your weapons, 
so you may w ant to hold off on opening all of the little chests until 
your pockets are empty. 

After you open the first locked door, equip your Lens of Truth 
and take a look around. You should sec j hidden passage that leads 
to, among other things, another key. With that and the eight you've 
already received, you should have more than enough to get the Ice Arrows. 
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The journey is long and ardu- 
ous, but Link’s final Temple 
awaits in the giant Colossus deep 
in the desert. To get there, he’ll 
have to cross the Haunted Waste- 
land with only some ragged 
flags and a mischievous Poe to 
guide him. Soon after he finally 
arrives. Link is told he must 
leave again, to attempt this chal- 
lenge with the heart of a child. 
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HAUNTED WASTELAND 

Talk to the Gerudo atop the uatchpost, ami 
she'll open the gate lor you. Beyond lies the 
I Jaunted Wasteland, a featureless desert that's 
perpetually in the midst of violent sandstorms, 
The first obstacle is the river of sand, which 
can only he crossed with the Hover Boots or a 
Long shot to the crates on the 
other side, Once you're on the 
other side, follow [he flags. The 
visibility here is terrible, so it 
may he tricky to spot the flags in 
the distance, especially if you're 
playing on a less than stellar TV 
set. To get a momentary clear 
view of the flags in the distance, 
play the Song of Storms and 
watch for the lightning strikes. 
On the way sou'll pass a sign 


V m 


pointing to a man on a magic 
carpet. Use your Hover Boots to 
mate the jump, and he ll rew ard 
you bv selling y ou 10 Bombrfius 
tor un extravagant 200 rupees, 
The trail of flags ends at a 
small rock fortress, half buried 
bv the rising sands, Inside 
you'll find a Skull tula and a pur- 
ple rupee (if you. use Din's f ire 
to light the torches y Ott top 
you'll find a placard suggesting 
you itse your fens of Truth. 
Comply, and your guide will 
appear: a Poe that can only be 
seen within the center of the 
Lens, follow him carefully to 
the Desen Colossus. 


Tht lighmmg (lathes are brief, buf fire 
Wilt rf Slurmx if fuAf itiwif yiw tttrri 
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This area is 
l ull of annoying 

little enemies L » 5 j 

that c.m’t Em^ fi^| | 

targei culled 1 f 

“l.eevers." and ij 

they can be a j 

real pain ^nless . :_>j I 

you roll eon- Jg* | 

staidly through r ^ 

I In- s.nnl m .-\,».A 

(hem. 

Enter the cot- 

nssufi briefly and ^ 

then head back ^ t 

outside, where ^ #l i 
Sheik 'Aik he 

waiting to teach you the Requiem of Spirit. Now 
use the Prelude of l ight w return to the Temple. 

warp back in Time, and play the 
4 Requiem to return here as a child, 

Ik Hey, you knew I \l cel to this 

jT|L. sootier or bier: A Requiem is 

I : " :im l,u ^ K '-d sen ice. hymn 

ft d i rg e It u ihe rep o>e o I i h e 

* dead ” Hrnmmm... Clearly 
that At o i j Id have b ce n 
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lit e dry pal ai the southern* 
most point of ihe Desert 
Colossus contains a fairy foun- 
tain^ if you provide she water. 
Stand on the rock where y ou’ll 
he safe from the Lee vers and 
play your S one ol' Storms to til 
up the pool. The rain will grad- 
ually fill up the oasis, and 
you’ll gain a very convenient 
Fairy Fountain for your travels 
in the Spirit Temple. Sweet! 
This fountain can also be til led 
when you come back as a child. 


appropriate for 
Shadow. They should 
have called litis one the 
‘"Rhapsody of Spirit’' or 
something. 


If you place a bomb at ihe 
thin crack in ihe north w all near 
the entrance to the Desert 
Colossus area, you'll reveal a 
Cireal Fairy and the final of the 
three magics. 

Nary us Love costs 12 MP lo 
cast and surrounds yon wiih a 


At night, you’ll tind a Gold Sk wllfula atop 
one of the palm trees near the fountain. 
There’s one other Gold Sk dilute you can get 
as an adult, a lop the giant rock in the North, 
but y ou’ll need to set up the Magic Plant as a 
child be tore you can get it. Oh, and I sort of 
ran out of space before 1 could mention the two 
Skulltula^ in tierudo Fortress, so HI cover 
those on page 1 34. Sony about that 


diamond-shaped 
shield that pre- 
vents all damage 
to Link lor a 
limited time. 
If s expensive lo 
east, but the 
effect Joes last a 
very long time. 
Sadly, it comes 
so late in the 
game that h’s 
practically use- 
less. 
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Nabooru, leader of the Gerudos, 
hardly seems like the tyrant 
people are whispering about in 
the future. Perhaps by helping 
her defeat Ganon in the past 
you can prevent her from being 
corrupted by him in the future? 
This is one of the many mys- 
teries that await young Link as 
he confronts the west side of 
the Spirit Temple. 


± You'D ha%e to kill all of 

the enemies here to open 

*■ \ the doors, and that 
■ includes the Ann os in 
ibc middle of the room, hirst 
take out the Keese, which you 
can dear out while they're still 
pe rch ed i I' > ou Ye care fit I Eh en 
comes the Armos* who Still falls 
l or that old trick where you set a 
homb, then hit him with a sling- 
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shot pellei or w hatever to make i 
him come alive just in time to be 
blow n into tiny little bits. 

The crawlspaec leads lo a 
locked room, so your options are 
either East or West, Your best het 
is definitely to head West first. 


Yoitr tdd tricks Mill miri like a i burnt. 
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has never 
in fight one 
of the Stall os as 
a child before, but you 
'( change your 
strategy because of it. 

Hylian shield that's 
strapped to his back 
II block llieir jump- 
ing thru si?, the same 
way it did for the 
Liza I tbs, and little Link 
still follow that up 
with a jumping attack. 

Kokin sword's 
crappy damage means 
you'll have to be 
patient to win this fight. 
You can also use your Boomerang to stun them. 

You need to hil the switch on the other side wilh your 
‘rang* like you did in that final room in Jabu Jabu, Ah, 
the memories... We've 
come so far. haven't 
we? Anyway, stand 
about where Link's 
standing in the picture, 
target the switch, and 
lei your Boomerang 
Hip the switch and 
knock down the bridge. 




TT 


This room introduces “Anubis" enemies, fly- 
ing mummies [hat are vulnerable only to fire. 
, The easy 


way is just to inciner- 
ate him with Din's 
Lire, but if you suck 
so hard that you don’t 
even have that (see 
page 45 L you'll have 
to use the alternate 
method of fry ing him. 

Maneuver him over 
to the platform to the 
left of the door (not 
difficult* since his 
movements mirror 
yours) and hit the 
sw iich to send him up 
in flames. 


When you get 
the Small Key 
from Point 
4, re-enter 



Room tfl from the 
cast door and craw I 
through the tunnel to 
the locked door that 
leads to level 2¥, 



Point 4 is another 
one of those "col- 
lect Li] 1 the silver 
rupees” room that 
seem to be alt the 
rage in Hyrule 
these days. None 
of them are par- 
ticularly difficult 
to find, but the 
whole thing is compli- 
cated by the presence of a 
Wall Master, just waiting to 
pounce tin you il you pause to 
look around or kill the Keese 
Either lure him out and kill 
him, or be careful to sw itch to 
a weapon -based view the sec- 
ond you sco his shadow. IT 
you want to kill the Keese 
(and you do), make sure you 
do it from this view, 'cause 
he'll nail you if you try to Z- 
larget them. Getting all the 
rupees will open the gate 
(don't miss the Gold Skull tula 
on the other side), and light- 
ing all the torches: w ill y ou gel 
the Small Key. 



D>m r >/u\s lite rupee K hind this torch' 
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Kill the Skullwaiitulas before you 
climb up here, and keep an eye 

for the sinylt? Gold SkuEltula 

that will he right behind the 
ladder when you get to the top. 

Abo lying in wait at the lop 
is a pack of Liza! lbs, You can 
use llie same dirty tricks you 
did on the Slalfos here, or you can make 
it even easier by softening them up with 
a Lizard-stunning Boomerang hu. 

When you've cleared out 
the Lizaltbs, turn your atten- 
tion to the rock set in the 
wall and the molded sun set into 
the floor* You'll need to get rid 
of that rock to get some $ un light 
onto she seal on the floor, and 
you know what that means.., 
Bomhclvus! Finally, Bombchus! 
If for some reason you don't 
already have 50 or so of these 
otherwise basically useless 
items in your inventory, you can 
shoot the switch in the comer 
for a box of Bomhehus from 
heaven. Grab 'em and set. one 
lodSC in the direction of the 
stone to open the door to the 
Snake Woman Room. 


This 


// 1 ffhwv J jgixtd idea 
lit idft these B*’amns, 
s ince lh*T It hit } an Umi' 
cjrut Umc pgtilH ii.s v/m 
run armiml cutiec'img 
rupees, Hghtiritf ittrthes, 
ilrlci pushing Mittks. 
Just Z^laFgd iheni and 
lost i i iuHtih fr.wft lire 
ratt-ire tihatniicd hen'. 


Start by pi 
the statue 
onto the swiu 
is a real statue 
an Armas j ( 
run to the p 
in front of t 
Lie, and use 
Fire to Eight 
torches. V giant 
chest will appear,, 
containing the 
Dungeon Map 
Next, climb up 
to the third floor of 
the west side and 
head out tlie door 
in the Southwest. 


More rupee grabbing mania here, bin that's only the start of this room Wipe 
out the Beamos before they can give you am trouble, and run around sweeping 
up those rupees. When you gel the last one, the torch wall light, and (sur- 
prise! ) you’ll have to transfer that flame to the braziers in this room before the 
flumes stan to die out. 

That will get you the Small Key. but you'll need to do one more thing 
before the door opens: Clear a path to the block w Uh the Sun seal on u, and then 
drag that over to the sun beam in the Northw est comer. 
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Don i be in such a 
rush to open that 
locked door that 
you miss the Gold 
Skulltnla perched 
over the doorway 
from the direction 
It s the 


1 you came 

last one you can get as a kid, 

+ A single Iron Knuckle enemy is the closest 

iy young Link gets to fighting a boss in the 

410 Spirit Temple. The Iron Knuckle isn’t djf- 
A — 4 fieulr, but his hits do obscene amounts of 
damage co yxm and he'll take quite a few hits him- 
self before he goes down. 

We’ll start with a hot tip; When you need some 
life recovery, stand so- a pillar is between you and 
him and lie’ll topple the pillar with his next slash, 
revealing three recovery hearts. With that safety 
blanket, you have enough security to stay alive 
while you perfect your anti -Iron Knuckle technique, 
Aller he swings, ifs easy to get in. either by run- 
ning behind hhn or rolling in. and start slashing. 
When he launches into his combo, flip back: his first 
vsvipc tends to go over Link’s head, hut the second 

ov er, you have 


Spirit 

TEMPLE 

3F-WEST 


is low and deadly When his attack 

plenty oi lime m get in there and begin one of [33 
your vi Bn, Be conservative, tail Knuckle is Hfi 
1 slow and as long as you can dodge his obviously 
I telegraphed attacks, you can take your time. If 
= l 9 ‘A you’d prefer a safer wav to defeat him. you can 
Uj^ ahvavs use a lot of Bombehus front a distance. 


outside the Desert Colossus, where you'll be 
perched atop one of the giant \ outstretched hands. jH 

Beside you is the jfl 

i Silver Gauntlet, M 

l hi.il Gauntlet, eh.? 

1 -7 1 .aking of which. 

1 i:’-- tune :o warp back to 
~ - 3 the future and return as 

dm .Hi adult with 

the oi 

G RL I the l i.iLirnlel a : 
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Now thill you have the 
Gaum lets, virtually nothing 
can stand m your w ay. Take 
this big oF rock, for example 
Now Link can just pick it up 
and buck it aside, revealing, 
(gasp!} Business Scrubs dial 
are selling crap! Like any- 
one* going to buy potions 


from these guys when they can 
catch fairies for free. 

Bui you can. gel some kinda 
decent stuff with the Silver 
Gauntlets, and we’ll cover ad of 
that once we've cleared the 
Spirit Temple, 


wauir * <t 
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Young Link is powerless to save 
Nabocru and is left with no 
choice but to return to the 
future and do what he can as 
an adult. With the powerful 
Silver Gauntlets, the elder Link 
has gained access to the East 
side of the Spirit Temple, where 
the witches Koume and Kolake 
await, in addition to the Sage of 
Light and the final medallion. 


l '*** 


For now. hop on top of your 
Magic Plant and go for a ride. 
First stop is the large rock at the 
North side of the ma p, where 
you can get om more Skulltuk 
at night. Ne\( up is the Heart 
Piece. Wait ’til the very end, 
when it loops around the arch. 
Face towards the Colossus and 
step off right as the plant passes 
over ilie top of the arch. If you 
got the one from the G cruder 
archery game (covered tn the 
upcoming Final Updates section, 
pg. 134), then this should be die 
final one. and you should have 
1 9 H ean Coma i ners. Congra l ! 

Wnh y our Gauntlets, push the giam granite block on (he 
east side until it falls into a hole. From there, you can 

access a three-way room similar to the one on I he West 

side. This lime, however there are no Keese or Armas to deal 
with. Instead, there’s a single Bearno.s, that you can blow up 01 
ignore completely. Above him. on the ceding, is the sw itch that 
opens the door, so shoot it from a safe spot and bead to the right. 
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There are one or two tricky 
things in this otherwise con- 
vention a! rupee 'grabbing 

puzzle. The lir^t rupee is 
over the edge a hit, so you II 
want to equip your Hover 
Hoots and run straight off of 
the ledge to pick it up. 

The other rupees are in the 
little alcoves behind the path* 
the rolling boulders, The only 
von really have to be aware of 
Sung of Time block: If you play 
Song of lime, ii veil] disappear 
eaJ a Gold SfcuUmla. But the 
isn't gone, it's just moved to 
the adjacent alcove, where One of the 
rupees is. Make sure you grab lhai 
one before you play 
your Song 
Time, or 
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the Song 
again 
after you 
gee the 
Skulliula to 
send the block 
back to its 
original spot. 

The room 
past this one 
contains a 
Like Like (I 
careful, it’s pos 
t soiled to ambush you), 
d Small Key. and, ifyou 
play your Sun Song in the center 
of the rug, a Big Fairy. 




Ifwiio 

someth 


ly Vtivi turns grvw, ww 
* up 


Point 3 is as 
easy as they come, 
SnutT the Wolfos. 
play ZeldaN Lull- 
aby to make the 
chest appear, then 
use it to Longs hot 
across for the 
Compass 


A Another pesky Like like awaits at the ground floor of this room, so keep your 
distance and kill him with bombs or a well-timed slash w ith your Biggy. The 
iKA second level contains a potentially more dangerous threat: An invisible Wall 


Master You can see him with your lens or let Navi aui enlarge! him, but remember to 
use ii charged -up spin attack to w ipe out his offspring after he dies. Then grab a handle 
of the mirror and rotate it until it projects its light on the third sun symbol. 


The third suti ts the one 
thdl upi'i ii the iw itch, 
urui the 2nd Jttd 4th 
¥iw|i iffi 1 trppi. fpurt 
fBitf cjwx t ihm HBi a 
"hizm'' towmf wihfn it 
appears, far ti t tmtnin s 
unite it ap The 4fh 'M 
wilt unleash a set**nd 
fPFi ruMe Fkmt \fuiiar. 


r it* 
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There's a lot you can do in the 
Snake Woman room as an adult that 
you couldn't as a kid. Stan b> head- 
ing up the slairs. passing the Arm OS. 

and use your Mover 
Bools to glide off 
the corner of the top 
platform and onto 
the Tri force seal on 
the statue's left 
hand. There you 
can play Ze Ida’s 
Lullaby to make 
two treasure chests appear. The first 


•{ hirv TFfL- 

niiv fornaL 

X \?U4 it best 


O/nv tjjtrt /rrr, fhut 
itering n wittlii kup- 
pem tti be m ihr right 
/tAjs, i ut she right thru- 



will he on the statue’s right hand, and 
you'll ha\e to use it as a longshol target to get over 
there and help yourself to the Small Key inside. 
Then go lo the ledge where you used your Bools to 
get to the hand in the first place, and it>e the other 
treasure chest as a Loiigshut target to gel lo Lire 
switch in the Northeast corner. The chest contains 
nothing of worth, but the switch (which must he 
hammered) opens the route to Point 0. 

Finally, climb up the stairs in the south west side of 
the room, where you were as a kid. and use your 
Song of Scarecrows on the top floor. Pierre will 
appear on the otherwise ©accessible far ledge, and 
you can use him io hook across to this areaN final 
Gold Skull tula, 


Once you've smashed that rusted switch, the 
door in the middle of the south wail opens up. 
You don’t have To go down lie re, but if you 
do you'll find a couple of large granite 
blocks, which must he pushed into the appropriate 
holes, and another rusted switch. Hammer this one 
and an elevator that links this area and the very first 
room of the Spirit temple will be activated. 
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The locked door on the third floor of Room #5 leads to another Anubis room, 
where once again you have the option of tricking the Anubi tAnubisses?} into 
gliding over a fire trap, or just incinerating them with Din's Fire or a Fire 
Arrow (which is particularly entertaining]. You'll 
also have to toss a bomb at the Bcamos head Y you 
want to open the door to progress. 

If you're hav ing trouble getting around here, you 
can play the bong of Time to create one of those blue 
blocks on the right side of the room, but this is option- 
al and not particularly helpful. 



DO^b* LKruw Of Zuloa* 












. Ignore (he 
sun sigtl for 
3. now and go 

stand al the I S kffp 
door to the south. I Hfl 
You'll need the co- \ JH| 
operation of an tbH 
\rmo- to get through ^ 
this puzzle, but the;' re ™ 
pathetically easy to dupe 
Just stand by the sealed door* get the one 
furthest from you in your laser sight (or 
whatever 1 and give hurt a love tap with 
your Longshot. He'll come thundering 
towards you to return the favor, flipping 
the sw itch and allowing you to slip out 
easily. Thanks, sucker! 

j£t Your Compass reveals 
q, * two chests in this room, 

• but you can't see 'em RSH 

anwUleie. Whenever that hap H§jl 
pens, switch <0 your Jens Hfcjgf 
\ I ru lit and lake a closer lunk: (r^g 
\ ln\ isihSe chests' I .ieh v ■ n t . ; ; ! - l y ^ 
' s 4 onl-. 1 - , .:cs 1 i ’s\. i. • i k\.i : | 
so don’t get too excited. KjZZS 


Spirit Temple 
3F-East 


Hr A. Ooh. another Iron Knuckle. You’re not so tough now 
j^r that I'm all grow n up and have a sword that’s about as 
big as your ax. are you? Yeah. E didn’t think so. But 
don’t get too cocky, since while adult Link can now 
dish out heavy damage w ith the Biggy, he's also a much bigger target 
for the Iron Knuckle's erratic swings. Be extra vigilant about flipping 
or rolling out of his w ay before he can start his combos, and trick him 
into smashing a pillar or two *f you 
ewer gel low on health. 
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Back at the room with the 
four Arm os. stand in the Sun- 
beam ami hit R. to bring out 
your shield. Guide it with 
the controller 
1 

eted 
the sum 
door 
floor u ill 

It contains a chest 
and the key 
locked door in 
room where you 
fought the Anubi , 

That should take 
Point 12, 

the room connecting 
the third and fourth floors 

Kill both Bcainns and the 
attempt to scale this moving \ 
pain if you try 
is a shortcut. Just 

on up. \\ hen you get to the top. you can Long shot behind 
10 get to an alcove with some Recovery Hearts, and use 
er Boots to get back to the tup of the walk 


When you enter the connecting room, stand 
the seal of the Tn force and play /.elda's 
Lullaby to open the door to the North. 
Inside, kill ali the Slugs and then use your 
Hammer to smash down the fake doors. One 
of them is hiding an eve switch, which you 
can use to create an ice platform below the 
Hook shot mark on the ceiling. Pull yourself up 

and grab the Buss key 


hfim tht Lizctffos 
With wut Liwgsfkot 
ketvfx’ y'ifii ITdC Iftid 
then t vi rib vaur Biggy. 

The rt 'hue Buhhiet ok 
iifualty et*,n Just wt»f 
til they 'fr>p moving and | 

IWai/j \*Jt1 drvny} 


f ~ . To clear this large network of morns, hit the sw itch w ith a spin attack and head 

”pq7 into the loop, In the first room of that loop, use your Mirror Shield to reflect the 

light onto the sun seal for a chest full of bombs. Use one of those bombs to 

blow open a path so the light can trav el to the next mirror to the East, and then spin the 
mirrors until they're reflecting the light to each other, and ultimately to the large one 
back in the first room where v ou hit the switch. Go back out on the platform in the beam 
and use your shield to reflect that light onto the linal sun seal. You'll be lowered back 
to the Snake Woman room, where you can use your Shield again to reflect light into her 
face until it crumbles, and then Longshat over to the door of the Boss Room it reveals 
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Before you fight the witch twins Koumc &. 
i nJj Kotake, you'll have to deal with one last Iron 
** Knuckle. This one s huge, and that means he 


deals more damage to Link, and it takes more hits to 
bring ham dow n. He's still slow and sluggish, but his 
range is w ider, so it's a bit harder to stay out of his 
w ay, (jet in behind him and cul his armor to ribbons, 
and dear out before he can begin bis sw ing, You def- 
initely want to he using the Biggoron Sw ord heie. 




In the first 
form of this boss., 
you'll need to use your 
Mirror Shield to reflect 
one witch's attack to the other. Without using 
Z -targeting, run around until you’re in an area where you can 
sec both beiges. When one tires, whip out your shield with the 
R button to block the shot and try to reflect it at the 
other one (so you hit the fire w itch w ith ice, and vice 
\ersa i. Ain; high, " cause if your reflected beam hits 
the ground, you'll lose control of it. If you can t 
reflect a shot, roll to the sides as quickly as possible 

to avoid it. When the shots hit the ground, they spread out (especially the ice blast) so 
you'll want to put some serious distance between yourself and its blast radius. 

When the two sisters combine, you'll have to use a different strategy. Block three 
attacks of the same type in a row and your Mirror Shield will be able to unleash that 

energy back at TwinRova. Quickly use your Hover 
Roots to jump in to w here she lands and hit her w ilh 
your Biggoron Sword (remember to "Put Away" the 
sword afterwards so you can use your shield again). 
L nlike the first form. yau'lJ warn to keep Tw inRova 
Z- targeted constantly. Be careful you don’t mix the 
type of shots you block; At first she'll fire three of the 
same type in a row, hut she may mix things up a bit 
Later in the fight. \V hen she does, dodge until she gets 
back to w hatever type you were collecting originally. 
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Here’s an important tip, just in case you lose to the 
Ross. Instead of having to go all the way around, 
you can use your Longshol to snag the chain holding 
. i . , i, ^ up live plat- 

m MauVc , i i form in the 

n# W Woman 
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Another valuable training 
experience awaits on the cast 
side on tierudo Valley, so 
bring Fpona m er to the horse- 
back archcr> range and give it 
a (ry You gel two loops 
around and 20 arrows: Each 
bulkeye gets you 100 points, 
as dues each smashed pot { hit’ 
ling those is a hell of a lot easier 
than hilling a bullseye. by the 
wav}. On your first pass get all 
the bul Iseye* you can and then 
smash all the pots on your was 
back You'll gel a Heart Her* if 
you score 10Q0 points, and a 
new Quiver that ups your arrow 
max by tO for 1 5fW points. 


JlVrrn l i jj . 1 ii' miisfcrx'd harsi'frLtCk arch* 
fn. gin? Ait 1 burning a tn (page /JflJ 


TobitiO 


1 apologize for the inconvenience, bul 1 sorta 
ran out of space when l was doing the Gerudo’s 
Fortress section (on page 123), so 1 haven't yet 
had an opportunity to introduce you to the Gold 
SkuLltulas in th;u area, nor ihe Horseback 
\rehery Training Ground, On the theory of 
"better late than never," let’s do those right how. 

Gerjjdo valley Skulltulas 
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The next stop is the final des- 
tination of Y°ur epic quest: 
Ganon’s Castle. Before we head 
in that direction, here’s one last 
look at Hvrule’s final secrets. 
You have every item in the 
game (save one. which is Y*t to 
come), and once You’ve picked 
up these last few items, You 
should have every Heart Piece 
and Skulltula Token as well. 










The Pinal Gold Skulltula 

If ycHi T ve been following lhi& guide carefully, you should have 99 
Gold Skill Itutas a I this point For the absolute final not, go to /ora's 
Foufxlat n and use your Si 3 \ e r Gaunt! ets to pick up r he 1 1 rev 1 Rc^ck l. ink 
will toss it aside, revealing a smaller rock you can bomb IteneaTh that 
is a hidden caw crawling w ith im isihle Big Skull-lulus (use ww certs >, 
and, at the top. Gold Skulltula #100. Take those tokens back to the 
Skulltula House for ihe ultimate pri/e: A Huge Rupee E mm .. ( iksiy. 
that sucked, but w e didn't spend so many hours of our young lives gathering Skulltulas 
for the money, now did we? No, we did it for the... UK*. Why did we do it exactly? 

The final Skulitotd hut 
a hlllt r area ail ht\ tom, 
a lxji v ihoi goes deep 
into the chjfs bordering 
Zara \ fm Minin and 
then uhifTHitetr comes 
out ftrt a h due »« high 
vuu cun It e\rn see it 
turn the gmuntt. 
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HETURfJ TO THE 
TWINING COURgE 

As you may 
r e m ember. 
Room #3 in the 
Cierudo Train- 
ing Grounds 
had a giant 
stone block set 
in one wall. 
With your Sil- 
ver Gauntlets, you can push that block in, reveal- 
ing a room with three Like Likes. Beneath each 
Like E ike is a small pit with a chest in it (you'll 
have to use your Lens of Truth to see the final 
chest), and the highlights of the chests are a 
Huge Rupee and a Small Key. 

The small Key may not sound too exciting, 
hut if you ignored my advice and went around 
from the right door in the Treasure Room* you 
ended up one i 
key short of 
the number ne- 
cessary to open 
all the doors 
and get to the 
chest contain- 
ing the Ice 
Arrow. This is 
the final key 
you’ll need for 
ihau so unless 
you missed 
1 hat ihe First 
time, you don't 
need to bother 
returning at all. 
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Things That seemed ljkE Hot 
Secrets, but really weren't 

The strange pit in GErjjdo valley 
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The running man in Cerudo valley 
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Longshot ami the Son? of Tina Ths> prize'' Just some damn hio-Me** Sen/fa ' 
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We’re com milted to not spoil- 
ing any ofthe story line for you, 
so we’ll skip right past the sig- 
nificant events that automatical- 
ly transpire when you clear the 
final temple, and head right to 
the strategic details of Gallon's 
Castle, 

Gamin's Castle doesn't have a 
Dungeon Map, but it can he a bit 
confusing. Our map. shown 
below, illustrates this dungeon's 
unusual nature: its one giant cen- 
tral room has a large force fie Id 
that is led by six smaller spheres 
m each of the six wings of 
Ganon’s Castle, Each wing, and 
each harrier, corresponds to one 
of the medallions Link possess- 
es. and features a handful of the 
dungeon concepts you experi- 
enced in the Temples of the same 
name. You can choose the order 
to an extent, but will need a key 
item before you can challenge 
the final two barriers. 


When all of the temples have 
been cleared, and all of the 
medallions reclaimed, the path to 
Ganon’s Castle becomes clear. 
The castle itself is not particu- 
larly difficult, since it has no 
new concepts, simply rehashing 
old ones from previous dun- 
geons. But for those that may 
have forgotten, we present a 
walkthrough for the six barriers. 


G anon'S Castle 


Current Totaf % 


CumtTofcilOO 




4^ The Fongsr Bak^hi^ 

By now you can kill Wulfos enemies in your sleep, so I won’t 
waste time w ilh that. After his deaths use Din L s Fire to light al l the 
torches, and I hen a tire arrow {or an arrow shot through the lire! 
to hit the torch above the door, opening it. 


You ‘II need to contend w ilh powerful fans irnhis area* so use your 
Hover Boots only lor the first jump. By playing the Song of Time 
you tan create a block to help you out, and destroying the Beamos 
w ill give you another platform from which to jump, 

In the Northwest comer of this room is a sw itch, do ahead and 
jump down there, since hitting the sw itch w ill create the Hookshot 
targeL you need to get buck up, and to get she rupee suspended in 
^ mid-air above that platform. Wait for the fan to slop before you 
get the final rupee to the right of she evil. 


1 he Iasi room of e^cry Banicr is the same. Fire a Light Arrow 
directly through the sphere to destroy it. 
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WA1 i:k tiAKKli R (Part 2 ) 


The second room of the Water 
Barrier gives you 2:00 to slide 
two ice blocks into place. Make 
sure you brought some Blue Fire 
from the last room, since you 1 1 1 
need it again here. 

First push the tar block to the 
right, and then straight into the 
hole. Then push the second 
block right over that hole* liven 
in the left, and down to the wall. 
Use your last Blue Fire In melt 
the ice, and hammer the switch 
behind it to open the door. 




There is only one pot in this 
room, and it contains a fain you 
can use to refill one of your 
empty Blue lee bottles. 


jSk The Sfiru BARgjER^ 

j The first rupee you should collect in this room is the 
I one that's inside of the Beamos. Blow him away, then 
-m use your Lungsbot to iatch onto the target above his 
I head You'll lull right down on she rupee. 

To get (he others w ithout risk of being hit by a spike 

Lj 1 slider, pull the statues . - - =. 

farther hack, giving I I # fif 

von more room to i CJ 


— * I further hack, giving 
1 you more room to 
^ roll in and grab the 
rupees safely. Afterwards, play 
the Song of the Sun where the 
Beamos was to pick up a Great 
Fairy. 
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Al ^ beginning of Hits cru~ 
dally important Harrier, you see 
a chest in the distance. You can 
either Longs hot to it* or use the 
Song of Time to make blocks 
from which you can use the 
Hover Boots. Then shoot the 
torch to (he right with a flame 
arrow, which creates a series of 

ice platforms. You can kill the 

' Like Like when you cross over 
to the main platform, htit ftt 
easier to ignore it. 

Fire another flame arrow at 
: did torch near the door to repeat 
ice steps that lead to a switch. 

VK* r - You can also gel to that switch 

w ' by jumping from a hidden walk- 

— way visible only with the I ens 

of Truth. Once you hit the switch, use your Long shot to hook onto 
the chest in the middle platform, and open it for the power- lifting 
Gold Gauntlets 

Then use your Lens of Truth to reveal the invisible path to the 
switch that opens the door to the Barrier rtx>m. 
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After you slaughter the Torch Slugs, maneuver a Bombcmi 
through the hole in the gate, as shown above, so it hits the switch 
(you can get the closer one with a spin slash f Then head out to 
(he main room and shoot a fire arrow through the webbing on 
the ceiling. Using your 


Mirror Shield, reflect that 
light back onto the Sun 
Switch that is just to the right 
of the doorway you came in 
from. If you activate any 
other sun switch, a Wall 
Master will drop down to 
grab you. 


The Shadow Bar&ier^ 
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ONE LAST GREAT pA Ry pOUNTAIN 


There’s not a whole; Rice k of a lot you tan do with the Gold Gauntlets; which only lift giant granite pillars. 13 ui if you 
think about it for a second you might remember the only place outside of the castle where you saw one... to the area right 


past the hridge to the Castle, roughly corresponding to the area where you got Din’s Eire in Hymle Castle. Head out for 



a minute, loss the pillar aside, and speak once more 
w 1 1 ti the Great fairy of Courage. 

She doubles your 
defensive power, 
signified by your 
hearts' borders tum- 
1 tug white. Now 

enemies* hits do 1/2 
the damage! 


/ f nm' H-fwr <J«V- 

fwii' eh e vi/rc if jwu 
/wu * -0 fhHiN etmktin- 
trs i an f the *iiite bor- 
der, then iw ure quite 
s imply the emtar 
htmun being utbv. 


The pERg BARRIEX 


You *11 need the Gold 
Gauntlets here, so don’i even 
attempt the Eta' Harrier or the 
Light Barrier until you’ve 
picked up thal final item from 
the Shadow w ing. 

Use your Hov er Boots here as 
much as possible, or your 
weight will start to sink the rig 
into the lava. Jump to the cen- 
tral rig and from there to the 
platform with the swirling tire 
wheel, and grab the rupee there 
Ena. Grab the rupee on the 


brown platform to the right of 
the entrance (be quick or the 
platform will start to sink!, and 
then run ov er to the giant granite 
pillar hack on the left. Tossing it 
aside serves two purposes: It lets 
you grab the rupee beneath it and 
acts as a bridge to one of tbe 
other rupees. 

Use your llookshot lo pull 
yourself over to the exit door, 
and from there stun or kill the 
Torch Slug, ami then use the 
llookshot target on the bottom to 
pull y ourself up lo ihe platform 
w here the I orch Slug w as. Jump 
over your granite pillar stepping 
slone and snag that last rupee. 
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The Time BARgpv 


1 i vi 

0 0 

0 -•■0 

You’ll need lo use the Cold 
(iaunileis here to uproot and 
throw away the giant pillar 
blocking ihe dixrr to the Time 
wing. 

The first room is full of 
chests, bul most of them arc 
traps, so keep your distance. 

Instead, use your Lens (o see the 

Uf mv* f" 

w <r * J r -i. 

liig SkililUlla and the three 

\ j t . 1 nu 

Keese in this room, and destroy 


them all to make Ihe real chest 

, 

appear Kick il open for a Small 

t i' ■ « , 

Key. and move on to the next 

J % 

room. 
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The next mom is simple: Just 
play Ze Ida's Luliahy at the tri- 
force symbol and the next key 
will appear. 

There's a Hook shot target ^ 
above the three-way divider in 
i he rupee gathering room, and 
you eat] hide out there to check n 
out all l he rupees and drop down 



when it’s clear. 

In the tin a I room, you have only a single Wall Master to deal 
w uli. The door is invisible, so you’ll haw to use your Lens again. 
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H thff itll six bar- 
riers tin di%- 

the fixer 
fidd utrtwhi the 
entnmee h* 
Cnton’k Tt/wr 
fOttirtlV*, Zvkki 
in waking 
uprAjrrf... Sr> w 
Gwhw. 
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Ginon's Tower is short, bin intense. Conserve 
lime and hit points by simply running past (he Keese 
on the first floor, and use your Biggoron Sword to 
quickly cut through the Dindfos on the next floor up, 
A pillar of flame conceals die Boss Key on the 
ne\i floor. and you'll need to k]]] the two Stalfos to 
extinguish the flame and open the door for you to 
progress, Finally, you ha\e two Iron Knuckles to 
face. You can use traditional attacks, but since this is 
the end of the game, you might want to use up any 
csira Ektmbchus you have lying around and kill 'em 

from afar IT you 
aim il right, you 
can hit both with 
even Bombchu! 






King of Thieves 


Oathtf} V Nm k lt*ik itfhick. Leant funv 
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Sfuti ir-. ffuttt J.'J iHsliiUy tttia fi 

rfntl \rHt ti‘itw /.I'lihl fh-htfhi, VtMV 
iHiti- sin* mu tty'll numv itf iht‘ f&mi. 


It’s not over yd! Link and /clda have 3 minutes to 
escape Hie castle before n collapses, and there are 
plenty of nasty surprises on the way, 

this is one ul kite few places in the game where 
Nary u’s Love really Comes irl handy. When yu*i light 
lhe Slallbs, east n and jusi tear mlo [hen] willmui 
regard lor your own healih 4 j ‘cause who cares if you 
gel hil?f and you'll save a lot of Lime and energy. If 
you don't have enough ML lor it, you could try gel- 
ling Magic Pots from the IxMinm of the room where 
you I ought (iuimn, since yon pass, 1liroug.1i there any- 
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and on l of the 
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You begin the bailie against (iaiion’s final Ibrrn without your Masler 
Sword... Hut who cares when you have the Higgomo Sword handy? Just 
remember to switch to lhe Master Sword Ibr lhe final hit, for only its 
power can destroy 4 iuuoii. j 

If you don't have lhe liiggonon Sword, you can light ( f.mou 
willi any weapon in the game (Bombs anil Boinhchus arc 
useless, hut they can blow up the pillars, revealing 
bombs, arrows, magic pots and even fairies! Mis / 

weak point is his tail, which he guards carefully, ^^g 
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i ~ i? - T \ y Attack, or hit hint in the face w ith 
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JM HkpT all sorLs of w ays lo lake t ianun dow n. 
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F- "’ ■ Sword. 


jiift h* ii \fmts t* i/frifg wucAt f i* m m * 
/cgi Ki fttn. utkk kttH* him w ith vari- 
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Collecting all ItJO ( mid SktilTldas might very well he ihc hipest challenge Adda has to otter. What you pel dr doing rl * n 
Huge Kupce Fiji dig KKttJi tc&enflhe prizes for 10. 20, 30. 40. and >0 tokens seem grcni hy comparison} - jtis! prtny much 
Micks* bwi bey ti’s a haul pride! And remember: they only appear at night. CAcepi £V»r when they’re hiding in qn object. m‘h as a 
ente or » iree Gold Skuiltokr. tlmi can only bs acquired a;. a child are highlighted in green. SkullUila* lliai retjui r-t juyi 
i»i bg M4 :,-| ih ih'v muff ■! i red, and I hose that allow you m. k either are blue- hem graphics, indicate any items i luit you 
must have in order K> pet to (hut SkulhuJa or ftltieve iLs Token I Ipul vhnulil be .pretty vrlfirvplunaltirjr fiflwo- item'- appear,, one 
is lor I ink as a child and the other For link u> an odd l|, Nule dial (unties represent using a battled hug oh u Plat of Soil One 
fl jin I lip: you'll know when you have nil the SkuElhdas in a parties hi: area when a Skulllula mark appears on ibe map screen. 
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There ;ire a u>tal ofTft Pieces of Heart scattered throughout /xtda. hush one counts as a quarter of u Head Container, so there 
are therefore 9 upuoiial Heart Containers in lhe game. \dd those lo the three Heart Containers you start oil' u ilh and the ti Heart 
Containers you pick up by beating dungeon busses^ and you can eitd up with a grand total of 20 Heart Containers- Here's a till- 
ing of all the Pieces of Heart for your perusing convenience: some of them are fairly complicated and you may t*unl lo refer to 
the appropriate page number for more details. Uem icons on the Sell represent items you mu si have lo gel That Heart Piece, rlcm 
icons on the right represent ones, that make it easier. As in the tin Id Skirl Itula \ppendix, Heart Pieces that can only k 
acquired a: a child art highlighted in green. Mean. Pieces that require you to be an adult nre marked in r?b, and tltose 
that allow you lo he *rtlh'ir arc blue 
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# copies name of book price each subtotal Make checks (US funds) payable TO: Versus Books. 

Zelda (Collector b Edition') $12.99 H p^g by cre< jlt cafdr 

Resident Evil 2 ............ @ S9,99,„.**.„ 

__ _ „ . roame on card 

Metal Gear Solid @ $9.99,.,...*,, 
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(photocopies accepted * orders shipped within 4fi 

Name hours of receipl of enter) 

FOR FASTEST SERVICE 
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"The best uideo game 
from UERSUS BOOHS, 

"The UERSUS BOOHS Resident Evil 2 guide is 
"The UERSUS BOOHS Final Fantasy Ull guide is the 
guides, and uion't take auiay any of the fun of 

"The most complete Final Fantasy Ull guide, that doesn't 
"There are an amazing fifty secrets in the UERSUS BOOHS 

"The UERSUS BOOKS FF Ull guide sets a neui standard for strategy guides." -Chris Hayes 
thing I will do is check tu see if you made a guide for it." -Paul "Your Street Fighter 
guide I've ever seen. It‘s improved my game dramatically and I appreciate its high 
ees have been recommending the UERSUS BOOHS Resident Evil 2 guide over the others." 

*1 have recently promoted your guide on my meh page." -Cube ms "Your HE2 bank i$ the mast awesome in the world* -S.Uegeta "I think that 
your Dork with FFUII is the best that has ever been done with the game.* -David Slone “I mill definitely use your guides again." -Steven l Hefner 
Tue read through the UEHSIIS BOOHS FFUII guide and found it quite informative with much less errors than the aflicial bank.* -Franhlyn 
Colebreohe. Jr, "I mould like to compliment you m making the best RPC guide book evert" -Pyrote "Pour RE3 book is the best damn strategy 
guide ever made “ -Hurt Ohl 1 just wanted to say that pur FF1 hook is ttlE best by tar. Everything is just perfect." -John Id. flapper Sr. "Vour 
book rules! It beats up the other companies," -Joseph 1. Brabham ‘Your strategy guide is without a doubt the best on the naihet." -Dennis 
Chang "This is hour all RPC guides should bell! Thanks for writing a quality guide " -Pent an 24 "You have done an eHcellentjub and I have no 
doubt that I will look to UERSUS BOBUS the oeut file I need hints " -Bavin McCullough "I have your FFI guide and use if like a hible." -diet nr 
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strategy guides are 

period . n -Posted to Usenet 

better than Gamefan's official guide." -GamePro 

most useful. It is the best organized ot all the 
playing through the game" -EGdl/GameSpot 


reveal the plot, is from UEH5US BOOHS." -OeHt Generation 
FF Ull guide that aren't in the official guide." -GamePro 

"Vou'ue restored my faith in guide boohs." -Lenny Vega "If i get a new game, the first 
Hlpha 2 guide is perfect!" -RBIGU "Vou'ue definitely created the best Tehhen 3 Strategy 
quality." -Aaron Sabolch "I am a manager of a Babbage's store. I and the other employ- 


-Qauid "You guys are the best thing in video game strategy guide history!" -Chris C. 

Louie "Yuur bpal-i rules and I'm a hardcore HE? player." -HiglitraidEH ’I hupe Itiat your business grams." -Jasnn Heels "t will look foriiaard to 
your tiEHt publication/ 1 -HainSproth *1 read your FF U 1 1 guide after the official Brady one, and yours is sononnn much better.,.! shpujed it tu all 
my friends at school, and the y agreed that the Brady one Is a total P.O.S. compared to yours." -Hiatt Henney "Your BE? booh realty is the per- 
fect guide. I give it five stars out of flue." -Illichael P Clark "The book is incredible! Enough said." -Craig Hnouse H l loved this guide in every 
aspect!!!" -Subchu "I love your PH booh It is the best strategy boah I've ever read." -FftiNe Curnebson “I LOVE your booh! I really do!" -fllew 
Cage "Your fanuk is far superior - mare secrets and you don't give the pint sway H hell of a jntf 'The Irish ninja "lHahe mine UEBSUS B0DH5!" - 
Joel IMster 1 know inhere to turn when FFB comes out.“ -Shawn HI Jackson Tm a guaranteed purchaser of your products." -Dave? "Thanh 


you f oi the very best strategy guide I have ever read " -Yodist "I enjoy your FF till guide as much as the game " Joyce Cheuh 
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OFFICIAL 


OCARINA OF TIME 


Get ready to mister Nintendo's most epic adventure ever! VERSUS 
BOOKS Has created the most in-depth guide possible, complete with 
dozens of exclusive, full-color map. Were included EVERY item. Weapon, 
and Heart Piece, plus al ICO Gold Skulltubs, ill 10 Big Poes, all 4 Bottles, al 13 
Ocarina Songs, all the Masks, and the Biggoron Sword. You 11 also get tactics to 
defeat every enemy and boss, Written by Casey Loc. author of the best-selling 
VERSUS BOOKS Final Fantasy VII. Resident Evil 2 . and Metal Gear Solid guides. 
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Every Secret Revealed I 
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A! 13 Ocarina Songsl f All the Weapon^ C? Items! 


EXCLUSIVE FUEE-COLORMAPS! 
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